GREED!!! WIN 5 SONY PSP. UNITS ALL FOR YOURSELF! P.57 
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Don’t worry. You'll get a good look at 
the taillights soon enough. 


With up to 16 players racing online, the 
competition is fierce. Lucky for you, the 
new interior dash view lets you experience 
the race like never before. Strap yourself 
in and get ready for the drive of your life. 
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Star Wars year ever: New TV shows, crazy 
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The Ultimate Super Smash Bros. 
Brawl Survival Guide 


GamePro reveals the best weapons and secret characters 
in Nintendo’s hot Wii brawler. 





boy ag-i-1al aife] aici Amare lala celelalem tal-mere) dal-1eml Ke) 
celebrate, we concoct a brutal gallery of the 
faatoy-} Me (-\"Z-1o} Cc] el ale milelaldlaremet-lani-manice) Manley d-1) 
ever devised. Brutality! 
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GAMEPRO.COM 
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Video game developers are every- 
where. Here's a glimpse at where 
some of the biggest video games 
are made. 


GamePro tests the wireless stamina 
of PS3, Xbox 360, and Wii control- 
lers in comparison. May the best 
controller win! 
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The Agency (PS3)... 


Blast Works: Build, Trade Destroy (Wii) .. 


Call of Duty 4: Modern Warfare 
(PS3, Xbox 360)... 


Grand Theft Auto IV (Xbox 360) 
GRID (PS3, Xbox 360, PC)...... 
Guitar Hero: Aerosmith (PS3, Xbox 360) 
tron Man (PS3, Xbox 360, Wii) ... 
Mario Kart Wii (Wii)... 
Saints Row 2 (Xbox 360) 































Despite some reliability issues, the 
Xbox 360 boasts utilities that any 
gamer can get excited about...even 
PS3 and Wii owners. 


Champions Online is a superhero 
cross-platform MMO for the Xbox 
360 and PC scheduled for a spring 
2009 release. 





Army of Two (PS3, Xbox 360) 
Bully: Scholarship Edition (Xbox 360) 
Conflict: Denied Ops (Xbox 360 
Culdcept Saga (Xbox 360 


Final Fantasy Crystal Chronicle 
Ring of Fates (DS) 


Frontlines: Fuel of War (Xbox 360)... 
God of War: Chains of Olympus (PSP) 
Lost Odyssey (Xbox 360) 
Okami (Wii) 
Opoona (Wii) 
Super Smash Bros. Brawl (Wi 
The World Ends With You (DS) .. 

























Big List 85 
Ask the Pros 86 


Sick of Sequels? 


Making games is incredibly expensive. 
That's why there’s the usual mega over- 
load of sequels year after year. Game pub- 
lishers are wary to take chances on new 
|.P.’s because sequels are typically money 
in the bank. This year isn’t any different: 
Metal Gear Solid 4, Gears of War 2, Kill- 
zone 2...the list goes on. 

So you're sick of sequels? | hear ya 
loud and clear. Tony Hawk 10 just isn’t 
your thing. But where can you go to get 
your fix for creative new games if you're 
the console type? Answer: downloadable 
games. The often overlooked online ser- 
vices are loaded with gems. Xbox Live 
Arcade is thriving, the PlayStation Net- 
work (PSN) is on the rise and WiiWare 
is new but picking up steam. If you've 
yet to explore the delights of download- 
able games, I'll make it easy for you. Here 
are some of the best and most-promising 
games for each service: 


Xbox Live Arcade: Geometry Wars, Pac 
Man Championship Edition, N+, Schizoid, 
Catan 

PSN: Super Stardust HD, Everyday 
Shooter, PixelJunk Monsters, flOw, PAIN, 
Calling All Cars 

WiiWare: Lost Winds, Project Bang!, 
Everyone’s Pokémon Ranch, Butterfly 
Garden 

Chris Morell 

Senior Editor 
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“SEGA SUPERSTARS TENNIS PS3, XBox 360, Wii, PS2, DS “ FACEBREAKER PS3, Xzox 360, Wii 
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There’s no way to lower the bridge and 
set across without inserting the crank into 


the correct slot! 


Choose the slot that fits the crank 


shown below. 








HINTS0/2 





Tap the 
crank to 
| change the 


Viewing angie. 


TAP A ELIS GOTTEN 1 AXE. 


wy x ye Sgeeeans 






and the . 


Rous VILLAGE. 


Solve your way in. 


Text keyword “Curious” to 49737 for the answer and a free wallpaper, 
or visit ProfessorLaytonDS.com to explore this unique Nintendo DS 
adventure filled with riddles, puzzles and hidden treasure. 











EVERYONE 






f ‘inhaniae y 
Wi-Fi 


connection 4 





Mild Violence 


Standard text message rates apply. 
© 2007 LEVEL-5 Inc. TM, ®, the Nintendo Wi-Fi Connection logo and the Nintendo DS logo are trademarks of Nintendo. © 2008 Nintendo. 
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Will Universe at War succeed where so many other console strategy Pj pe fA ntrol Grptips 


games failed? We hope so...if only for the sake of Halo Wars. 
Fas 
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New Height 








Coaching my team to | 
the top was a tall order. 
Good thing milk was my _ 

#1 pick. Some studies suggest - 

the protein helps build 

-\ muscle, plus teens who choose 

it instead of sugary drinks _ 

- tend to be leaner. Like | tell 

omy guys: If you want to 

7 ‘keep reaking records, keep 
, ritting the glass. 




















if 


 bodysmilk 


\ www.bodybymilk.com 


AVERY JOHNSON AND JOSH| HOWARD ©2007 AMERICA’S MILK PROCESSORS 
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THE FINE LINE BETWEEN HONOR AND VENGEANCE 
WILL BE CROSSED BY ONE. 


Hayabusa returns in the only true sequel to Ninja Gaiden. Exclusively on the Xbox 360. 
Four difficulty levels, from Acolyte to Master Ninja. 


xbox.com/ng2 
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May contain content 
inappropriate for children. 
Visit www.esrb.org for 


rating information. 
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Put the Sin back in Sin City. 


Midway and internal developer Surreal Studios (The Suffering: Ties that Bind) present This is 
Vegas, a Grand Theft Auto-esqué open-world action game set in the flamboyant city of sin, Las 
Vegas. This is Vegas’ story pits players up against a powerful businessman dead set on turn- 
Tate mA-ler-tomiavcom-MlUlole-1Uh-Mi-lanliNanidi-larel acolel atc) mdg-| ofmm Mat-laantst-latcm ave ante) com @lnl| 0) el-lare-]i-t-Mm al-t-NAvg 
foldial diare pueda t-}<-mielielaimer-lealoliiarep 

NM VZolel elem of-]aavere(ol-1em olt-\V-1 ecm aalel-) meleli(emant-1im@o\ Zam oceu/-laiUlM-1pa o)ig-mcom iV c1-10 Mole] m tal mero) ents 
petition and bring back the famous adult playground. Gameplay consists of visiting the hottest 
Co [0] of-mn CoM aay 1.<- Me) MU Lelt-1 MAVAl waxexo) nv al=1e1 do) ar-oml 0) f=) Var] Malle | abso} tcl ¢-tom c-] o)(-t-pmove) pal ol-1c-MlaMelare(=1¢e] col0] ale g-[om 
ing circuits, and fight off enemies with fists and firearms to prove your manly worth. The keys to 
the city are in your pocket, where you go and what you do is up to you in the open world of This = =°rn cannon facial: Three-hit punch, punch, kick 
is Vegas available on the PS3, Xbox 360, and PC in late 2008. combos are sure to ensue in This is Vegas. 
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SPAWN POINT 





Video game developers are everywhere. In this booming age of gaming, development 
Studios are popping up from San Francisco to Seoul, South Korea and just about 
everyplace in between. Here’s a glimpse at where some of the biggest games are 
made, along with a few newcomers that just might make a sizable splash! 





Edinburgh, 
Scotland 





\» Twycross, 





























England ROCKSTAR 
BUNG 8 NorTH 
RARE RARE 
NG IE - TM Later this month, Grand 
f BiQWARE . Rare used to be on Theft Auto IV will be in 
Kirkland, WA Cam . top in the N64 days your hands. We'll see 
: Edmonton, Alberta ©) oe with GoldenEye 007, you online for some 
BUNGIE STUDIOS Conker, and Donkey grueling multiplayer 
BIOWARE Montreal, Quebec. sin. Cary, North Kong Country, but action. 
























The famed developers 
of ae Halo pes ast Known for action-RPGs UBIsOFT MONTREAL 


pee GL gt like Knights of the Old 
adn ie ory Gb>muipway Republic and Jade t} Prince of Persia and 
Bungie recently parted Y Empire, BioWare's Mass Splinter Cell were great 
ways with Microsoft, Chicago, IL Effect reached new games, but neither 
but are currently heights for character sold like hotcakes as 
working with Peter emotion in games. Now Assassin's Creed did. 
Jackson's studio on Halo: under the EA umbrella, Given that it broke all 
Chronicles, the first Mass Effect 2 is currently b] kinds of sales records, 


its lackluster remake 
of Perfect Dark was 
proof that Rare 
might not have much 
gas left in the tank. 
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“Epic GAMES 














Sure, Gears of War is 

a must-have for any 
Xbox 360 owner, but 
Epic Games' real money 
maker is its Unreal 
Engine that is used in 































Mipway GAMES 








Notable Games: Mortal 












episodic Halo game. Kombat, NBA Jam, in development. we'll surely be seeing more games than we 
; Stranglehold, Area S| i Altair for a second time. can count: ~ [ = ~ - 
iol 

















































































Mega corporation EA 
has more than just the 
Madden cash cow. After 
buying out more studios 
than we can count, they 
now publish a variety of 
games from The Sims 

to Crysis to even the 
most popular cell-phone 


games. , ee 
vi, San ‘ 
4 Francisco, 


BS i mo eo (hee fe RY ee Ee ge 
|b ees "Bethesda i i i b 
SRB Se fe ~ ool BB ra Liverpool, 
ee | Rockville, MD | ay (|) England 
he. it BETHESDA SOFTWORKS | Seal! 
creavions BIZARRE 
ah. i] Biiaa CREATIONS 
Bee. Sige Notable Games: Project 
Baa. Rie a Gotham Racing, The 
ELECTRONIC ARTS Tee gO Ss SB ne Club, Geometry Wars 
Redwood City, CA Zee ranean i 
ELECTRONIC ARTS | tee ge aaa - Guilde 
Sa BB Guildford, 
i 






England 
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STUDIOS 














SRR” BER ae 
a Notable Games: Fable, 

# sell l aa ; q e A Black & White, The 

EE EE OG Mesquite, TX Movies 

ID SOFTWARE 
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Santa Monica, CA 


ACTIVISION 












CA 
LUCASARTS 






IK MINS 





Amsterdam, 


Burbank, CA Netherlands 





Notable Games: Guitar 
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, 2 Buenos Aires 
Hero, Call of Duty, 4 i ’ 
INSOMNIAC GAMES BIZARD Doom, Tony Hawk j Argentina res pag 
Notable Games: Ratchet if Bi 
& Clank, Resistance: Fall i a is (60) Three Melons Killzone 2 developer 
of Man Irvine, CA wWaXto = . . = _ : ely magi ~ 
gone M.I.A. of late, but 
BLIZZARD tf ree THREE MELONS we still expect to see 
ENTERTAINMENT i i es this futuristic shooter on 
Santiago, Chile oe 
heehee i £2 e the PS3 sometime in the 
Notable Games: World WANAKO StupDIos Pe next year. 
of Warcraft, Diablo, @ gi a a) gi rs SAvanAsA, 
StarCraft Il (2009) Pees # Canawaca 
be ee Ff ENTERTAINMENT 
@ & Be af One of the few Latin 
| Be Be American game 
developers, Sabarasa 
i a Bl dabbled in DS 
Rae development and is 
a rumored to be creating 
a games for the Wii. 
Bi 
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Tokyo, Japan 


Espoo, 


Finland SONIC TEAM 


REMEDY REMEDY Notable Games: Sonic 








Star Online, Astro Boy, 


Remedy is currently ChuChu Rocket! 


developing the stylish 
Alan Wake, but rumor 
has it the studio is also 
working on the next 
ig Max Payne. 






























Seoul, South Korea 
AcROGAMES 





Moscow, Russia 















NIVAL INTERACTIVE UBISOFT 
ta Pak (e o8 8 & § Shanghai, China 
So 8 8 88 8 BE. UsisortSHancnal 






Ubisoft has studios in 



























































P = ehneeeesé#ese# di Moa Canada, and Spain, 
: ut the company's 
a i ul es ey a ia ie & a i Shangai, China studio 
is the only location 
i BREE ee 
working on the newest 
TE ee eg BES ERRER Ree eS Tom Clancy game, 
(eee ge a 
(eee gg SS 
ee ee 8 Sf ...... Bangaluru, Sa 
Bae India 
ee ee DHRUVA oe 
ed Be | INTERACTIVE ‘a 
2) Ba Ge 
aoe ge 
ee g 
Baaea 
TT KROME 
aa 
2288 Queensland, 
ew Australia 


KROME STUDIOS 


Krome Studios has 
been making games 
since 2000, but its most 
recent release was Viva 
Pinata: Party Animals for 
the Xbox 360. 





SENTIENT DREAMS 
South Africa 











One of the only 
independent game 
development houses in 
South Africa, Sentient 
Dreams is part of 

an initiative to grow 
South African game 
development. 






“a the Hedgehog, Phantasy 
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Tokyo, Japan 


KOJIMA 
PRODUCTIONS 





Kojima's upcoming Metal 
Gear Solid 4: Guns of 
the Patriots could give 
the PS3 an ample boost 
heading into the summer 
season. 


SQUARE ENIX 
Toyko Japan 





SQUARE ENIX 


Notable Games: Final 

Fantasy, Dragon Quest, 
Sword of Mana, Kingdom §& 
Ys 


Hearts i 
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Kyoto, Japan 


NINTENDO 

The success of the Wi 
has put Nintendo in it 
own league, drawing 
in casual and hardcore 
gamers alike. Our only 
question: Where's Wi 
Sports 2? 


Osaka, Japan 





CAPCOM 


If Resident Evil 5 is any 
bit as good as RE4, we're 
going to take a week 

off whenever this game 
should land. 


lone crn et ear 
2 \/ Lio WePsubres y 
@IDARAS 
Wellington, 
New Zealand 


SIDHE INTERACTIVE 


Sidhe Interactive landed 
the gig to create the 
video-game version of 
Speed Racer the movie 
for the Nintendo Wii 






Victoria, = 


Australia 





TORUSGAMES 
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SPAWN POINT 


GamePro 


P HAIL POLYGONUS, THE § 
b INFAMOUS PROTOTYPE. & 


Gatun Ee cle 


The protagonists of the following two titles have 
Polygonus-esqué powers beyond mortal men. 


PROTOTYPE 
Release Date: Late 2008 // PS3, Xbox 360, PC 


Polygonus likes what Prototype promises, but won- 
ders if the developers can pull it off. While Radical 
Entertainment have made some interesting open- 
world games for licensed properties like The Simp- 
sons, Incredible Hulk, and Scarface, Polygonus 
wonders how the company will fare with an origi- 
nal IP on its plate. Polygonus knows those with lofty 
goals sometimes miss the mark, and Protoype has 
certainly set its goals sky-high. Homer Simpson and 
Tony Montana may be fun to play as, but they’re 
worlds different from Prototype’s protagonist. 


VERDICT: Prototype has a 
tall order to fill, but its pub- 
lisher lacks the pedigree 
to put together a top-tier 
classic. Polygonus doesn’t 
foresee an epic failure, but 
isn’t expecting a_block- 
buster hit. Kudos for inject- 
ing a touch of the demonic 
to the sandbox genre. 


CARD: Gambler 












00st ae 


BURNOUT PARADISE (PS3, XBox 360) 

This deep pedal-to-the-metal racer ratchets up the 
intensity with a wide open city of challenging events 
and an exhilarating sense of speed and destruction. 


INFAMOUS 
Release Date: Late 2008 // PS3 


Wonder what Sucker Punch has been up to since it 
concluded the enjoyable Sly Cooper series? Well, 
Polygonus knows, and is here to tell you that it 
ain’t another raccoon platformer. Infamous may 
be Sony’s flagship IP during the holiday season— 
a gritty sandbox game that mixes GTA and Mass 
Effect. Infamous looks to add an ethical twist; your 
actions dictate whether you’re the savior or bane 
of the feats of superhuman strength, mind you. 
These actions are made all the more easy due to 
your suite of sweet superpowers. 


VERDICT: While the prem- 
ise may sound familiar, 
Polygonus sees more po- 
tential in Infamous. With 
a better team on the job 
and a better premise on 
the page, Infamous could 
very well be Sony’s hit 
that nobody really ex- 
pected from them. 


CARD: Dark Horse 


mmr GAMES TO DIE FOR ~m™& 


Our current obsessions 


New Mexico: At the urging of the Si- 

erra Club, New Mexico is entertaining 

Wo) ce) ofo}-t-] im car-] anole] (omm-yt-] oMmel-laal-tomr-lale| 
televisions with an additional 1 percent tax. 
Apparently the default answer to any societal 
problem is to fleece people for more cash. 
SUCKS 


=, GoldenEye 007: Despite a profit-sharing 

‘== deal that would've let both parties ben- 

efit from its sale, Microsoft and Nintendo 

were unable to reach an agreement for releas- 

ing this classic Nintendo 64 title as an Xbox Live 
Arcade download. SUCKS 


a Online Griefing: Lately it seems like you 
(S (or-TaM ate] e-]oM- me Ul (ol tel-]anl-Mre) mm Or-]| Mo) mm BLU Lay 
4: Modern Warfare without being sub- 
j{=Xeak=1e fm Colm g-(eit-] M10] gyal ato) nate) elave) el(ommlalalel-la velop 
and worse. If gaming’s ever going to enjoy 
mainstream respect, its less thoughtful partici- 
pants will need to grow up a bit. SUCKS 


RULES 


Dow : Nintendo has plans to in- 

=) troduce downloadable demos for the DS 

handheld via the Wii’s Internet connec- 

iiKolaMm AU cMer-laMmM'Z-]] mconeial-lel Molla tal-MI-1\-t-1melolele ts 

eX dlecydar-lare MU iiarelel a ar-\ alate Mm com ilarem-laremc-liaia) 
line at a game shop kiosk. 


Sales of the highly-rated first- 

=) person shooter haven’'tsetany records, but 

the developers at Crytek are hard at work 

porting all the intense action and gorgeous PC- 

stressing visuals exclusively to the PlayStation 3; 
Vato me)t-laM->-4ag-Maalole (tom (oll olelo) @ 


Q |: According to a U.K. 
=): tabloid: Liat Molols year-old has been enthu- 
= siastically pressing Prince William's Wii 
into royal service with considerable skill, drop- 
ping virtual pins like Earl Anthony in his prime 
while her grandson cheers her on. Ri 


What's your opinion? 
Vote for yourself on SucksorRules.com 








UNREAL TOURNAMENT III (PS3, PC) 

Both versions are an incredibly fast-paced exercise 
Tam. diiiiare mM ela=iekslelapm-lalemer-lnel-)e)t-Nanatele tm ogo) anit] 
ridiculous level of customized replayability. 


METAL SLUG 3 (XBOX LIVE ARCADE) 

The seemingly lost art of 2D side-scrolling shoot- 
em-up action finds its high point in the lush levels 
Tate Mat-lare cy ex-Viane-vemel-1¢-]] Moy megliomaaul-i-| ger-le(-Me tlt (on 
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Xbox 360: 6 Things 
it Does Better 


Despite reliability issues, the Xbox 360 boasts features that any gamer can 
get excited about. Here are the top six things it does better! 


FRIEND MANAGEMENT 

Using a global identification system, Xbox 360 
multiplayer transcends individual games and is 
easier to manage than other consoles thanks to an 
accessible system that tracks invites which can be 
accepted, rejected, or later deleted. 






D-’ 


HARMONIOUS COMMUNICATION 
Microsoft wisely included a robust communication 
system for Xbox Live that includes voice chat, text 
messaging, and an answering machine that can be 
accessed at any time. What’s more, you can keep 
conversations going independent of the games be- 
ing played by either person. 





CUSTOM SOUNDTRACKS 

Perhaps one of the most overlooked features of 
the Xbox 360 is the ability to play your own music 
with sound effects while playing games or using 
the Dashboard. Accessed via the Xbox 360 Guide 
menu, players can create a custom tracklist and ad- 
just the playback levels for any game type, includ- 
ing Xbox Live Arcade titles, downloadable demos, 
and disc-based games. 





DiGiTAL DOWNLOADS 

Unlike the PS3, the Xbox 360 doesn’t treat down- 
loads as two separate events, i.e. file transfer 
then file installation. The entire process on 360 
feels much more automated thanks to minimal 
user prompts. When downloading content, you 
simply select and confirm. Easy! 


USER INTERFACE 

The Xbox 360 Dashboard and Guide Button of- 
fer a clean and inviting experience. At any point 
in time, players can access a desired destination 
with one or two clicks at most. Menu access and 
game library organization are superb, as is the 
Xbox 360 Marketplace for demos, videos, and 
additional purchases. 


WEB INTEGRATION 

As if all these features weren't enough, the Xbox 
360 takes things one step further by allowing 
online account management of user profiles 
(Gamertags), system settings, friend invites, 
play history, cross-platform communication 
between console and computer, and just about 
anything else you can think do with the Xbox 
360’'s interface. 
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Mass EFFECT CONTROVERSY 
After a conservative blogger ignorantly de- 
cries Mass Effect’s fleeting non-interactive 
scenes of intimacy as “customizable sod- 
omy,” Fox News adds to the noise by mak- 
ing blatantly false statements about the 
blockbuster title’s content and gameplay. 
THE VERDICT: Perhaps its time some of 
these windbags actually played a game be- 
fore launching their over-rehearsed moral 
outrage pantomime. 


INSIDER: XBOX 360 FAULTY 


FROM THE START 

An unnamed “inside source” spilled beans 
in an interview with 8bitjoystick.com, 
among them an allegation that the Red- 
mond giant knew the Xbox 360’s design 
was faulty. Wait...they knew? 

THE VERDICT: A single anonymous source 
is hardly proof, but the tone and detail lend 
an air of legitimacy to the claims. At least 
we're not still blowing on our cartridges. 


WRITERS STRIKE, GAMING WINS 
According to a survey conducted by Inter- 
pret LLC, 26 percent of respondents said 
they’re spending more time playing video 
games since the strike began. 

THE VERDICT: Welcome your new gaming 
buddies with open arms: show them there’s 
more to life than Peggle, would you please? 


(\ JOHN ROMERO VS. MIKE WILSON 


The two former lon Storm comrades got 
into a public slap fight when Romero ripped 
into Wilson on his blog. Drama! 

THE VERDICT: Smack talk is part of gam- 
ing, but taking nearly decade-old personal 
grievances public doesn’t exactly scream 
professionalism. 


5 It’s OvER: BLU-RAY WINS 


Warner Bros. and New Line announced 
they will now release high-definition discs 
exclusively in the Blu-ray format. Even 
more alarming, hardware-centric Toshiba 
is no longer making HD DVD players and 
recorders. This one’s over, folks. 

THE VERDICT: Blu-ray’s victory is a big win 
for the PS3. Now where are the Blu-ray ver- 
sions of Lord of the Rings? 
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SPAWN POINT 


GamePro compares the wireless stamina of PS3, Xbox 360, and Wii controllers. 


Sony's Sixaxis is light in both weight and 
battery performance. And due to the lack 
of an auto-off feature like the Wii and 360, 
Sixaxis lasted a meager 18 hours and 41 
minutes—the first controller to die on us. 
ProTip: Get in the habit of turning your 
controller off when not in use (via the 
PlayStation button menu). 


The Xbox 360 controller endured an im- 
pressive 56 hours and 56 minutes, the 
most of any wireless controller we tested. 
For maximum gaming on a single battery 
charge, the Xbox 360 can’t be beat. 
ProTip: Consider an Xbox 360 Quick Charge 
Kit or alternative to avoid disposable 
batteries. 








The Wii Remote and Nunchuck are the most 
technologically advanced controllers on 
the market, with speakers, gyroscopes, and 
other motion-sensing doohickery. Surpris- 
ingly, Wii controllers lasted almost 20 hours 
longer than the PS3 controller. 

ProTip: Consider a reusable third-party bat- 
tery pack, though it likely won't last as long. 





Nikolai “Niko” Bellic 


(Grand Theft Auto IV) 


Roots: Eastern European murderer and smuggler. 

Turning Point: Lured by cousin's tall tales of the American Dream. 
Combat Skill: Soviet fists and guns 

Motivation: Searching for that “special someone.” 

Wild Card: Ties to trafficking in human slaves. 
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and takes Niko by surprise in an exclusive Liberty City sauna, imme- 


diately landing a brass-knuckled blow that destroys two of the im- 
migrant’s ribs. Down a lung, Niko quickly uses the towel around his 
waist to bind CJ’s hands, sweeps his assailant’s legs out from under 
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Cari “CJ” Johnson 


(Grand Theft Auto: San Andreas) 


Small-time West Coast hood and gangbanger. 

Mother killed in drive-by shooting. 

Gun handling and thug persona. 

Restoring Grove Street Families gang to prominence. 
Ties to a shadowy figure in the intelligence community. 


him, and drives his right fist deep into the wan- , 
lay-1ol-mret-lalet-} ¢- Mw avel-]tam-w-] 0) e)(-m = 1-1) (om palte] ala ol: 
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DECISION: Nikolai “Niko” Bellic \y 





This is Vince Young. 
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Wireless Sports Updates 
Of course Vince Young is into football. After all, 
he did win a college championship and is ua 

currently a starting pro quarterback. So 

you know he keeps up on everything a 
happening in the league on his : & f Picture Messaging 
ts ri ; H 
phone's MEdia™ Net E.3 ) Vince travels for work. A lot. So he likes to 
a| keep in touch with his mother and friends 
home page, a 
t back home. And with unlimited picture 
\ messaging on his MEdia™ Max 
. Unlimited plan, h 
Ringtones ; nlimited plan, he saves 
As fast as he is on the field, he’s even f a lot doing it. 


faster off it. Vince is always switching 
up his ringtone for the latest hip-hop 
track he's gotten stuck in his head. { Me/Charity 


Lidobily, he’s got oward million t Most people don’t know that Vince isn't 


to choose from with AT&T 
Mobile’ Musi. i &' j teacher who's working to make sure 


A . just about football. He's also a volunteer 


every kid has access to the 


technology that drives 





today's world. 


What can AT&T do for your digital world?” 
att.com/digitalworld 





Service provided by AT&T Mobility. ©2008 AT&T Inteliectual Property. All rights reserved. AT&T and the AT&T logo are trademarks of AT&T Intellectual Property. 
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ELECTRONIC ARTS 


J Action, fantasy, sports, and strat- 
r7ZN egy. Name it and EA has a game 


to fit the genre. Recent signs show 
EA to break the mold of yearly 
game iterations by putting some 
of that money into original |.P.’s 
such as the intriguing sci-fi horror 
Dead Space due in 2008. 











UBISOFT 


GAMES 


ACTIVISION BLIZZARD 

Formerly two separate companies, 
Activision and Vivendi merged in 
late 2007 under an $18 billion con- 
tract to create “the world’s largest, 
most profitable video game pub- 
lisher.” Activision Blizzard is now 
Electronic Arts closest competitor. 


UBISOFT 

Like EA’s sports franchise, Ubisoft 
is riding the profitable Tom Clancy 
horse by utilizing the Rainbow Six 
and Splinter Cell properties. But 
that’s not all. Ubisoft has seen 
enormous success with Assas- 
sin’s Creed. 


Cy 





AfterEAboughtupthe majorsports 
licenses, shutting out the competi- 
tion, 2K Games re-stabilized with 
BioShock and opened another de- 
velopment studio in Marin County. 
We hear big things are on the hori- 
zon from 2K Games. 
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Big words, small type. 
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HDMI: Short for High-Definition Multimedia Interface. A relatively new standard that transports 
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played on the screen. Anti-aliasing, motion blur, and color filter are examples of post-processing. 


A.l.: Short for “artificial intelligence,” Al in the context of video games doesn’t refer to any actual 
sentience on the part of the machine, but rather the set of rules that govern the behavior of in-game 
characters. Good A.I. creates the illusion of real intelligence. 
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OVERHEARD THIS MONTH 


Microsoft head Bill Gates 
on Xbox 360 reliability im- 
provements in an interview 
with the BBC. 


God of War creator David 
Jaffe cries for unification 
on his blog. 









= Nintendo president Satoru 
Iwata on mini-games in an 
interview on Wii.com. 


No More Heroes director 
Goichi Suda in an inter- 
view with CVG. 


Infinity Ward community 
manager Robert Bowling 
on Call of Duty 4’s commu- 
nity blog. 








ee 


SACS 


In development by the same team that brought 
City of Heroes to life, Champions Online is Cryp- 
tic Studios’ superhero MMO for the next genera- 
tion. Design a unique superhero from a flexible 
character creation system that even allows you 
to choose the appearance of your superpowers. 
And what’s a superhero without an arch neme- 
sis? You'll also design your very own super vil- 


lain, choosing a costume, name, and powers, 
that will thwart your hero throughout his or her 
career. Champions Online features real-time 
combat without the monotonous auto attacks 
and annoying recharge times currently used 
in most MMOs today. Stay tuned, there will be 
more to come on Champions Online in upcom- 
ing issues of GamePro magazine. 


fs ST, \ “andl By Sia Shuman 


..type...Prototype...Prototype... 

We heard this gossip from several industry analysts, who reasoned that Microsoft has lost too 
much money on the Xbox and Xbox 360 to risk investing more cash on another console. Microsoft will 
continue to refine the 360 hardware and release games for years, our sources say, but they may never 
release a proper “Xbox 720.” It’s an interesting theory that’s spurred plenty of heated debate at GP HQ, 
even if it is pure speculation. Should Microsoft make another console? 

| hated that HD DVD discs maxed out at a paltry 30GB compared to Blu-ray’s 50GB; 
| hated the HD DVD movie selection and the desperate exclusivity deals; and | detested the Xbox 360’s 
clunky external HD DVD player—it was truly one of the ugliest console peripherals I’ve ever seen. My 
deepest condolences to all those burned by the HD DVD meltdown, but please know that HD DVD was 
not a healthy format and Toshiba did movie lovers everywhere a huge favor by killing it off quickly and 
decisively... You haven't? Download 
it immediately on PSN and prepare to play the cutest, most addictive tower defense game ever... 





Okay, we’ve got Too Human (pretty good, possibly great), Ninja Gaiden II (good but 
ultra-niche), Fable 2 (interesting), the ever-mysterious Halo Wars, and now Gears of War 2. Am| missing 
anything? More worrying is that | haven’t heard a peep about Microsoft's 2009 
plans, which is unusual for this time of the year... 

The DualShock 3 is out, Metal 
Gear Solid 4 is imminent, and we'll be seeing PS3 exclusives such as Resistance 
2, LittleBigPlanet, Gran Turismo 5, Metal Gear Online, MotorStorm 2, SOCOM 
Confrontation, and (maybe) Killzone 2 by Christmas. That’s an impressive 2008 
lineup for any console, let alone the game-starved PS3, and it doesn’t even touch 
on 2009 and beyond, when we'll see megatons like Final Fantasy XIll, the new 
Twisted Metal, God of War Ill, Tekken 6, and god knows what else. I’m trying to 
stay positive about the Xbox 360, really, but when you compare the release cal- 
endars it’s clear Redmond needs to step up its game in a big way... 





Pwned this month: 
Xbox 720, HD DVD, 
2008 MS exclusives 


SA 


e-mail Sid: 
sid_shuman@gamepro.com 


Turning Xbox Live into the “YouTube of games” is a 
wonderful idea, and I’m behind any initiative that puts a spotlight on amazing in- 
die talent. Be sure to check out Jelly Car, Dishwasher: Dead Samurai, and Little 
Gamers... 


JUNO 

The surprise-hit indie comedy about a 
teenage girl dealing with an unexpected 
pregnancy lands with 11 deleted scenes, 
a gag reel, audio commentary, and other 
goodies. An Oscar winner for Original 
Yel g-1-18] 9) F- Wal (DB) F-1e] (ol Okele hd B 
iiey-4-1-F-1eelalifelarererelanvalelare) 

$29.98 (DVD); $39.98 (Blu-ray) 


BATTLESTAR GALACTICA: 
SEASON THREE 


Six discs feature the penultimate season 
of the best science fiction television se- 
ries in recent memory, and include over 
15 hours of special features and various 
deleted scenes. 

scifi.com/battlestar 

$59.98 


Most 
CF) WANTED 


online video game rental data—and the only top 10 list 
that features what gamers actually want to play. 


(EA Games) oy 


1, Army of Two 
Frontlines: 
¢ Fuel of War 


Tom Clancy’s Rainbow 


3. Six Vegas 2 


4 Condemned 2: 
* Bloodshot 


(Sega) xbox 


5, Army of Two 


(Rockstar 


Games) 366 


(Nintendo) ¢ 
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6 Bully: 
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7 Super Smash 
¢ Bros. Brawl 


Viking: Battle for 
Q, Lost Odyssey 
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Relive the major battles from the NARUTO TV Master over 40 aehiae characters! Unleash devastating Ultimate Jutsu Summon giant creatures or transform 
series up through the Sasuke Retrieval Arc! on an unprecedented scale! into superior ninja in battle! 
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NARUTO: Ultimate Ninja software © 2004-2008 NAMCO BANDAI Games Inc. All Rights Reserved. NAMCO BANDAI Games logo is a trademark of NAMCO BANDAI. NARUTO artwork and elements © 2002 MASASHI KISHIMOTO. All Rights Reserved. SHONEN JUMP and NARUTO are 
trademarks of Shueisha, Inc. in the U.S. and/or other countries. This product is manufactured, distributed and sold in North, South and Central American territories under license from VIZ Media, LLC. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer 


Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks and trademark names are the properties of their respective owners. 
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GTAIV multiplayer launches with 16-player online competitive 
modes, as well as four-player online co-op missions. 








GRAND THEFT AUTO 
MULTIPLAYER 


Get ready for a whole new addiction—GTAIV multiplayer rocks! 





esa | xox 360 


n Rockstar’s New York City headquarters— 

a rare treat to even set foot in—Grand 

Theft Auto IV’s illustrious yet never- 
before-shown multiplayer component was 
the star of the day. The cross-country trek 
earned me the prize of four fantastic hours of 
straight multiplayer play, and this is how the 
wonderful day went down. 


GTAIV isn’t technically Rockstar’s first 
foray into multiplayer with GTA, as the PSP’s 
Liberty City Stories launched with some head- 
to-head modes that we’re quite fun for a quick 
romp. GTAIV, though, is the real deal. In-game 
access via main-character Niko’s cell phone 
lets you jump right into the action without a 
second thought or annoying hang-up. 





nenennntnenee™ 


penegoet men 
pec hoe) 


POLICE DEPARTMENT |" 


CITY OF LIBERTY 


ANTED 


ASSAULT WITH A DEADLY WEAPON 






Simplified on his handset, you can choose 
from a Quick Play list, or create your own 
game with options akin to most online console 
games. But there are no cluttered menus to 
clunk around with. Once you do find the game 
you want, a clean lobby screen appears where 
you can adjust a bunch of different options for 
each gametype. Alright, enough of the techni- 
calities—let’s get to the good stuff. 

Fourmodesfrom GTAIV’‘sonline multiplayer 
side were playable (though there are plenty 
modes that we can’t yet reveal), three of which 
were competitive and one cooperative. 


TEAM DEATHMATCH 

The first mode we played was GTA’s take 
on “team deathmatch,” essentially what boils 
down to a feud through Liberty City (you can 
define neighborhood boundaries or simply 
battle through the entire massive city). Team 
Deathmatch is a completely customizable ex- 
perience right from the start. You can tweak 
an enormous list of options from location (tear 
through the entire city or set smaller boundar- 
ies), weapons, vehicles, police, traffic, weather, 
and more. With a 16-player max, it’s eight vs. 
eight, or any combination in between. 
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can create barricades or unleash rocket launcher Hell! 


Cops N Crooks mode sets the Cops team out to 
stop the Crooks’s boss from escaping out of town. 


The actual nuts and bolts of Team Deathmatch 
are fairly standard, with one exception: It’s all about 
cash. In GTAIV, it’s more than just about getting a 
kill. You’ve gotta grab the loot, to boot. The team 
with the most cash atthe end of the game wins, and 
though the game keeps track of kills and deaths, 
money's all that really matters. Running stats will 
also track your status and rank. 

Weapon pickups display on each player's mini- 
map, and the type of weapons that appear can be 
configured by the game’s host. We played four vs. 
four in a few small areas of Liberty City with all 
guns enabled. After getting dropped with a host 
of Uzi bullets, | bounced back and found a rocket 
launcher, staked out some high ground, and rained 
rocket Hell upon half of the other team. The trick, 
though, is to use lively Liberty City to your utmost 
advantage. Using a vehicle can be a godsend, as 
well as finding a great piece of cover or lofty van- 
tage point. But, be careful where you drive because 
you never know when a rocket-launching foe is 
ready to light you up like a Christmas tree. 


GTA RACE 


Rockstar’s race mode reminds of the popular 
race missions of GTA’s past, but this time fire- 
power becomes ever so important. Sure, hitting 
each checkpoint on a predetermined number of 
laps seems simple enough, but try doing it when 
someone tosses a live grenade under your ride. 





In GTA Race, getting out of the car can be just as 
importantas racing it. During our few rounds of rac- 
ing in an eight-player face-off, we found it almost 
impossible to get by without some major setbacks 
like opponent-made roadblocks and bullet-induced 
flat tires. During one such race through an airport, 
someone went rogue and setup what seemed like 
a 15-car roadblock through the only drivable path. 
Intent on getting through, | hunted down a rocket 
launcher and set the whole pile-up ablaze. Cars ex- 
ploded one after the other like dominos. 

GTA Race also lets you configure right down 
to the nitty-gritty, with options to adjust the 
amount of laps, location, vehicle type, and lots 
more. We went Faggio scooters-only in one 
match, but you can easily ditch the Vespa and 
grab a Banshee to escape the pack. 


Cops N Crooks 

By far our favorite mode of the day was called 
Cops N Crooks, a guaranteed multiplayer ad- 
diction. In this VIP-like, round-based competi- 
tion, the Crooks are trying to get their mob boss 
out of town to an escape vehicle. They can see 
the escape location on the map, but can’t see 
the location of the Cops. The Cops, meanwhile, 
can’t see the escape location, but are privy to 
the location of the Crooks (boss included). Get 
the boss out of town, and the Crooks win. Kill 
the boss, and it’s a victory for the Cops. 





Multiplayer Mode #1: 
Team Deathmatch 


It's Team Deathmatch, GTA style. 16-player 
matches pin two teams with mega firepower 
in Liberty City (or parts thereof). Configure ev- 
ery detail you can think of to form your own per- 
sonal game. Kills are important, but looting the 
cash from your departed opponent is a must, 
because the team with the most money at the 
end claims victory. 


Multiplayer Mode #2: 
GTA Race 


Race through checkpoints, but there’s a 
catch. Anyone can get out of their car and set 
roadblocks or unleash explosives at will. So 
hopping on-foot can definitely be to your ad- 
vantage. In GTA Race, you can set the number 
of laps and more, or even start everyone with 
ultra-slow scooters. 
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in GTAIV's online multiplayer. 
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Finding a rocket launcher is your key to 
destruction in Team Deathmatch. 
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But get hit with a rocket and half your team could go up in flames. 


Boats, helicopters, and other vehicles 
are playable in multiplayer. 
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Cops N Crooks has a great dynamic, largely 
because there are so many different ap- 
proaches for each team to take. The Cops team 
can use a number of strategies to hunt down 
the Crooks’s boss, like splitting up in a num- 
ber of different cars, or using one or two cars 
with several gunners. They can even attempt 
to guess the location of the boss’ getaway ve- 
hicle, hijacking the ride before the Crooks get 
there. This happened once during our multiple 
rounds of play, as we (the Crooks) arrived to a 
getaway boat swarming with police, resulting 
in a quick end for our mob boss. 

In 16-player matches, Cops N Crooks has 
the potential to get brilliantly hectic, with up to 
eight or more cop cars chasing down a single 
boss ontherun. And teams can be set lopsided: 
15 vs. one, anyone? 


COOPERATIVE MISSIONS 

GTAIV’s multiplayer isn’t confined only to com- 
petitive play. There are several four-player co- 
operative missions that focus on working 
together to accomplish a specific goal. Co-op 
play is separate from single-player, but these 
missions are story-based. 

There was only one co-op mission playable 
this time, called Hangman’s NOOSE. The goal 
here is to use your teammates to get a crime 
boss, alive of course, to an extraction point. 





With cops teeming at an airport, fending off 
loads of police is just part one. After securing 
the boss in an armored car (or any vehicle of 
your choosing), a high wanted level will bring 
chaos upon you and your buddies. 

We used helicopters and armored cars to 
get the boss to safety, but it wasn’t exactly 
child’s play. Rockstar provides difficulty lev- 
els so you can adjust how tough you want 
to the cops to be. We’re told that there are 
plenty more co-op missions launching with 
the game, and we see plenty of potential for 
downloadable extras. 


MEASURING MULTIPLAYER 

With heaps of GTAIV multiplayer modes still 
under wraps, we’re incredibly excited about 
the online content in the game, and think it will 
make a perfect pairing with the dazzling single- 
player story. These four playable modes were 
impressive, with Cops N Crooks stealing the 
show. The graphics seemed to be toned down 
ever so slightly to run smoothly via online play, 
and during moments of mega pile-ups or gi- 
ant explosions there was some slowdown. 
But some fine-tuning from Rockstar should 
clean up any nagging issues before the end 
of the month because come Hell or high wa- 
ter, we're hitting the servers come April 29th. 
—Chris Morell 





Multiplayer Mode #3: 
Cops N Crooks 


Addictively fun. The Crooks need to get their 
mob boss extracted, and the Cops need him 
dead. The Crooks can see the extraction loca- 
tion, but can’t see the Cops. The Cops can see 
the Crooks on their radar, but can’t see the ex- 
traction point. Let the mayhem ensue. 


Cooperative 
Mission: Hangman’s 
NOOSE 


As a team of four, work together to extract a 
crime boss to an escape point after fending off 
hoards of Liberty City cops. With a five or six- 
star wanted level, armored cars and helicopters 
are your best friends. 
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The European rally races aren't for the drivers who enjoy privacy. 


GRID 


The masters of rally racing try to extend their reach. 
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odemasters is one of the most proficient 
Cissrosseme creators, having made some of 

the greatest rally racing titles of the last de- 
cade and a half. Unfortunately, the lack of interest 
in the sport outside of Europe kept the company 
from making inroads in the U.S. It wasn’t until 
Codemasters started to break free with the off- 
road rally title DiRT that the company started to 
gain attention on this side of the pond. Now the 
company is producing its most ambitious racing 


game yet with GRID, attempting to branch out 
into other racing styles while staying true to its 
rally roots. GamePro got the first test drive! 


A RALLY GOOD TIME 

With GRID, Codemasters has adopted a more 
worldwide racing ethic, with three major racing 
locales, each representing an extremely differ- 
ent style with different vehicle types. The first, 
and most familiar for Codemasters is the Euro- 


‘ou will have a better time with GRID than you 
did watching The Fast and the Furious: Tokyo Drift. 





pean rally racing circuit. The customized luxury 
cars like the Porsche 911 GT3-RSR and the Lam- 
borghini are better fit to hit top speeds on the 
open roads of Le Mans, France and Milan, Italy. 
Unlike DiRT, GRID’s rally races are strictly street- 
based, but you get a nice mixture of scenic city 
streets and famous rally tracks. This type of race 
has always been Codemaster’s bread and butter, 
and it shows. This form of racing, woefully under- 
appreciated in the states is much more refined 
and its races more action-packed than NASCAR. 

We got to test out the Jarama, Spain track, 
which is a replica of an actual touring car track 
that was decommissioned due to safety concerns. 
That was plenty obvious as the first corner be- 
came a battle royal of luxury cars. More than any 
other track we tried, Jarama required precise driv- 
ing and a keen eye on your opponents. For those 
worried that Codemasters may have been ignor- 
ing its roots to focus on other aspects of racing— 
don’t. GRID’s rally races proudly stand up to the 
late Colin McRae’s Rally series. 


DRIFT OFF THE GRID 

The first new racing style Codemasters is attempt- 
ing to master is the Japanese Drift race. Featuring 
stylish and efficient Japanese-manufactured cars 
like the Mazda 787B and the Subaru Impreza, the 
Japanese courses really highlight the many dif- 
ferent track designs in GRID. We tried out the Yo- 
kohama docks, which featured a very rusti¢ and 
industrial design. It was probably our least favor- 





ite track, due to the warehouses and back alleys 
making it difficult to distinguish where the track 
barriers were, but the drifting mechanics were 
extremely solid. It’s not entirely difficult to start 
a drift, but it’s not something you'll slip into by 
mistake either. The scoring system, too, is pretty 
simple, but still manages to do justice to the many 
drift-based racetypesin GRID, including aGP mode 
where you compete alone to score points, or Drift 
Battle, where your race ranking affects your drift 
score. You can really tell Codemasters has done 
its homework regarding the world of drift, as the 
inside-the-car view includes custom displays used 
by real drift drivers to gauge their car’s ability. 

Striking a nice balance between the overdone 
arcade racers like Burnout and the more rigid 
style-based drifting of Project Gotham, we ex- 
pect GRID’s other drift stages to better approxi- 
mate the authentic Japanese racing style. With 
the brilliantly lit city of Shibuya (which features 
realistically animated neon signs) and the beauti- 
ful winding mountains of Haruna being promised, 
we're excited to experience the gaming epicenter 
of the world in a whole new way. 


AMERICA, F-YEAH! 
The more traditional racing fan should feel right 
at home in the U.S. circuits. With old-school mus- 
cle cars like the Dodge Viper and 1970 Boss 302 
Mustang engaging in roughneck racing in some of 
the most scenic American cities including Detroit, 
Washington D.C., and GamePro’s own San Fran- 
cisco, GRID’s U.S. racing feels somewhat similar to 
its European rally races, but louder, bigger, and a 
bit more brash...just like Americans themselves! 
We got to check out the San Francisco track, 
which runs through neighborhoods near our 
downtown office building, and we have to say, the 
attention to detail Codemasters has paid to recre- 
ating it is pretty amazing. If the city by the bay is 
any indication, you can expect to see tracks built 
almost exactly to the specifications of the city, 


RACE 00:28:15 
LAP 00:28:15 





jeMax Fisher 01 
Ted Jetferson 02 


Now you know what only a handful of dead mobsters once knew; 
how scary it is to have a pair of muscle cars closing in on you. 





with buildings textures featuring the same design 
as the ones in real-life. Of the three race types we 
got to try out, the San Francisco track felt the most 
rounded. The racing was straightforward, but still 
required skill and knowledge of the city. The rac- 
ing was on par with the Project Gotham Racing 
series, but these races do away with the finesse 
and focus on getting ahead of the pack and stay- 
ing there. No pit stops, no drift points...in the U.S., 
it’s all about the win. 

The U.S. is where we got our best look at some 
of GRID’s amazing advancements in the car dam- 
age and audience modeling departments. Quite 
simply, you'll be amazed at the level of abuse these 
licensed cars will show. Improving on DiRT’s al- 
ready impeccable damage system which included 
an amazing amount of impact points, GRID fea- 
tures more frames of animation for each crash, 
meaning more ways for more parts to break. With 
some of the longer races, you won't only be com- 
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The better you get, the better the cars. The * | 
better the cars, the bigger the crowds. 


peting against fellow racers; you'll be fighting to 
keep your car intact in order for it to cross the fin- 
ish line. Thankfully, Codemasters has included a 
neat new feature in the replay mode that appeals 
to the n0Ob racers, with a rewind feature remi- 
niscent of Full Auto. Thankfully, it’s turned off for 
online-based competition. 

The crowds that come to see you race are also 
pretty impressive. While they may be a bit simi- 
lar in terms of animation at this point, it’s still im- 
pressive to see the sheer numbers that will crowd 
around the city tracks (we've been told up to 40,000 
will attend the higher-profile races). The crowds 
will track the action realistically, and use more than 
just the stands and streets to get a good view of the 
action, Seeing supporters perched on the outcrop- 
pings of D.C.’s statues and monuments was pretty 
cool, and it definitely added an unexpected layer of 
background beauty to the race. 
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The drift races allow for some really nice particle 
effects. These are skid marks you want to see. 





Driving cars you can never afford in cities CROSS-CONTINENT CAR 


you never visit. This is why we game. i o , COMPETITION 

. : GRID ties all of these varying racing modes with 
a sweet career mode and user-interface. In the 
career mode, your ultimate goal is to build the 
world’s best racing team, which means you need 
to find a group of racers who are well-rounded 
enough to handle the muscle cars of the U.S., 
the compact drift-friendly Japanese models, and 
the speed demons of the European Rally. You've 
also got an individual goal of becoming the best 
racer in the world. Both objectives require a 
more worldly view, as you have to be ready to 
switch gears (and continents) at a moments no- 
tice. The world of racing won't stop for you, and 
the dominating drift team in Japan might change 
while you spend a few races trying to unseat the 
European rally champ. Thankfully, it’s easy to 
keep tabs on the competition as the intuitive ga- 
rage-based menus mix the gorgeous 3D overlay 
menus of DiRT with the immersive garage envi- 
ronments of the Project Gotham Racing series 
and Pro Race Driver. The 3D overlays have made 
their way into almost every facet of the game, 
unifying the various modes and races with a sim- 
ilar look. The same slick display above your op- 
ponent’s car at the starting line is used during 
loading screens to show your progress towards 
unlocking the game’s many achievements. 


This is only a development image, but it really conveys | wuioy ———S Codemasters seems to have learned from its 


the level of damage you can inflict on yourcarinGRID. Mee Tm mistakes in the online department, beefing up 
: Cg. DiRT’s paltry online modes to the industry stan- 


dard multiplayer races. It’s not quite at the lofty 
league level the single-player mode boasts, but 
it’s stilla welcome improvement. We're not quite 
sure how this crazy mixture of racing styles will 
ultimately pan out, simply because no other title 
has promised such a broad range of concepts. 
GRID is an interesting cocktail of our favorite 
racing styles, and we’re pretty confident it'll be 
a tasty one, too.—Dave Rudden 


Get the link to GRID screens 
and news sent to your e-mail. 
Text EXNG to 59479 


Only standard text messaging rates apply 
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Saint’s Row 2 is a completely customizable 
experience, starting with your character. 


SAINTS Row 2 


Filthy and immature—just the way we like it! 


3 [xbox 260 | wi 


aints Row was released in 2006 for the 

Xbox 360 and to the astonishment of 

many game critics, it was rather great. On 
the surface it was little more than a clone of the 
popular open-world, Grand Theft Auto-style of 
play. But if you dug deeper there was plenty 
to love: sparkling hi-def visuals, amusing low- 
brow wit, and a bevy of bizarre side missions 
(such as Insurance Fraud) that were actually 
more enjoyable than the main story line. It was, 
and is, a great game. 

Since Saints Row sold oodles of copies, it’s 
no surprise that the developers at Volition (of 
Red Faction fame) are hard at work on a se- 
quel, due out this year for the Xbox 360 and 
PlayStation 3. And this time, Saints Row has its 
sights squarely set on online multiplayer. 


THE GANGS OF THE INTERNET 

The original Saints Row included online play, 
but it was a simple affair: team deathmatch 
modes and a handful of cooperative play mis- 
sions extended the experience, but not by 
much. That’s where Saints Row 2 comes in. 
The highlight is a full, uncompromising two- 
player cooperative mode that follows the en- 
tire single-player story line, which means you'll 
be able to climb the criminal ranks and com- 
plete missions with a buddy online. The new 


online cooperative mode will let your pals drop PW palcle reba ler-le me) mele at-w-lavem->. 40) (els) (elarcm(cimZelemelgct-1¢omer-|ear-le(ee-1 a) 711 8 
in or drop out of play without a hitch, and you'll 


= Sequel to one of 2006's best-selling games. 


a New two-player online co-op mode follows 
single-player game. 


gw Rich character customization allows for 
wacky creations. 
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both be able to go anywhere in the city with 
(or without) your partner. Competitive online 
play modes are also planned, and though Vo- 
lition is keeping those details tightly wrapped, 
we don’t expect they'll be satisfied with vanilla 
deathmatch play. 


MorE Is MORE 

One of the main complaints about the orig- 
inal Saints Row was its skimpy selection of 
vehicles, which were limited to four-wheel 
cars. Not this time: Saints Row 2 goes all- 
in with a huge fleet of new vehicle types, in- 
cluding motorbikes, planes, choppers, boats, 
and even jet skis. Better yet, you and a friend 
can co-pilot some vehicles; we saw a helicop- 
ter mission where one player controlled the 
chopper while the other fired heat-seeking 
rockets. Not too shabby! 

Seeing Saints Row 2 in action is one thing, 
but picking up the controller is the real test. 
Right away we noticed a new over-the-shoulder 
“fine aim” mode, ala Gears of War, that helped 
us land head shots and “nut shots” from a dis- 
tance. You can now pick up objects—chairs, 
lamps, and ashtrays for example—to throw at 
nearby enemies, or just grab a bystander to 
use as a human shield. Hand-to-hand combat 
has also been beefed up, and you'll be able to 
earn and swap fighting styles by beating var- 
ious gang bosses. No matter your play style, 
Saints Row 2 tracks all of your accomplish- 
ments and rewards cash and Respect appro- 
priately, so it will pay to experiment with the 
different tactics. 


THE PLAY’S THE THING 

Surprisingly, our favorite new feature in Saints 
Row 2 is literally skin deep. You can still cus- 
tomize your character from head to toe, but this 
time the options are awesomely comprehen- 
sive. You can imbue your gangster with a dis- 
tinctive walk (thug swaggers, pimp struts, and 
dozens more), taunts (from throat slices to “the 
finger”), and compliments (salutes and, believe 
it or not, riverdancing). Even the final frontier, 
gender, is now fully customizable! If you want 
your badass to show a more feminine side, 
tweak the new “gender slider.” The flip side 
is true, too, so you can create a beefy looking 
woman with a deep, manly voice for additional 
chuckles. True, many of these customizations 
are silly in nature, but we dare you to not crack 
a smile when you see “The Wanker” taunt in ac- 
tion. So far, Saints Row 2 is looking pretty out- 
rageous, and that should translate into rowdy 
online action. 

Though Saints Row 2 is far from com- 
plete, it’s clear that Volition is putting a lot of 
work into making it a more balanced, expan- 
sive game than its predecessor. Whether it'll 
be enough to convince the Grand Theft Auto IV 
crowd is another question, but we have a hunch 
that Volition thrives on being the underdog. 
—Sid Shuman 
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MARIO KART Wii 


The Wii's biggest game since Wii Sports. 


ario Kart’s core concept has always 

been simple yet engaging enough to 

withstand the test of time. Mario Kart 
64 is still thriving with rankings and tournaments 
all over the world. Even the original SNES game 
is good for a quick run through now and then. 
Mario Kart’s fun foundation has remained the 
same with every iteration, and credit Nintendo 
for not messing with a good thing. 
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ind Publisher: Nintendo @ Release Date: Spring 2008 


But now’s the time for change. Double 
Dash!!, the GameCube Mario Kart title and 
last game in the series, fell a tad shy in terms 
of expectations, mainly because it lacked on- 
line play. Mario Kart Wii is years in the mak- 
ing, and the success of the Wii and its base 
that’s both casual and hardcore, should be 
a perfect fit for the Mario Kart that we've all 
been waiting for. 
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JUMPING IN 

Mario Kart is sticking to its guns in terms of 
gameplay. Nintendo hasn't changed the core 
play at all, and that should make fans very 
happy. From the well-timed starting-line boost, 
power-sliding drift mechanic and cartoony pro- 
jectile items, little has changed with the game’s 
actual play. Even the Wii's 480p graphics give it 
a distinctly retro look (though, to its credit, Ma- 
rio Kart Wii's graphical presentation is wonder- 
fully colorful and creative). But it’s the options 
and extras that really make this newest Mario 
Kart shine...a game that will surely reach Wii 
Sports-like popularity. 

Perhaps the biggest reason Mario Kart will 
be a hit with the casual audience is the Wii 
Wheel, confirmed to be shipping with every 
copy of the game. Simply insert your Wii Re- 
mote into the wheel, and you're ready to race. 
But the wheel is just one of five control options 
for the game, so if the wheel isn’t your thing, 
don’t fret. You can also use the Wii Remote 
horizontally, the Wii Remote and Nunchuk to- 
gether, the Wii’s Classic Controller, or the 
GameCube controller. Veteran Mario Karters 
will probably prefer to use either the Classic 
Controller or the GameCube one for its more 
precise controlling. Not that you can’t be pre- 
cise with the wheel—it’ll just take a lot more 
practice to get comfortable. 
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New and old courses make up the massive race list in Mario Kart Wii. 


SPECIFICS 
The big news for Mario Kart Wii is the introduction of online play, support- 
ing up to 12 players. Unlike so many other games these days that focus pri- 
marily on online, Nintendo is supporting four-player local split-screen play, 
as well as allowing two-players to play online on the same console. 
Everyone will like that you can race with your Mii character in the game, 
making Mario Kart’s first online experience a personal one. You'll prog- 
ress through different licenses in the game, and race a variety of karts, 
and bikes, which are new to the series. Bikes have their own traits, basi- 
cally being nimble and fast (you can perform wheelies, too), but are light 
and susceptible to some kart bumping. Of course, there are many differ- 
ent models of kart and bikes, which come in all sorts of shapes and sizes. 


HANDS-ON RACING 
Split-screen racing returns! Plus, two people can go online with one Wii 
console! With single-player races, you get a bunch of customizable op- 
tions, including the ability to choose the type of vehicle for each race, 
stage options, the kind of items you want to appear, and how many wins 
to play up to. | like all these options because it gives you exactly what you 
wantin your races. I’ve always hated that a last-place racer can steal a race 
by lucking out with a Lightning Bolt last minute, so this is where you can 
make sure that those kinds of shenanigans don’t happen. 

There are 12 playable characters in Mario Kart Wii: four light, four me- 
dium, and four heavy. Each one has character-specific vehicles to ride. We 
saw a few, such as the Mach Bike, Bowser Bike, Sugar Scoot, Flamerun- 
ner, and Off-Roader, but there were tons more. We fired up the Mach Bike 
for a race—there is a choice between automatic and manual shifting—and 
got in on the action for the first time using the wheel. 

You can do some extra stuff with the wheel, like pulling up off of a 
jump to perform a random mid-air trick, but you'll have to get the tim- 
ing down right. As | landed my first trick with Yoshi, | soon after grabbed 
a Mega Mushroom and turned into a giant Yoshi, squashing opponents 
like ants. Using up and down on the directional pad, | unleashed red- 
shell hell, and used left and right to store items. 

There is a new item: the POW Block, a la the original Mario Bros. This item 
stuns opponents with a lightning cloud, allowing you to catch up to other rac- 
ers, but you will get shrunken to even the score. Bullet Bill from Mario Kart 
DS is in this version, too, a helpful speedy bullet that controls your kart and 
propels you forward in a race. All the classic Mario Kart items are there, too. 
If that’s not enough to get you craving some Kart, then you're either a zombie 
or have a pending Super Smash Bros. Brawl addiction.—Chris Morell 
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Shop online or find the store nearest you at www.FamilyVideo.com 
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SHIAVE GEL 





New Edge Energy 
Shave Gel has a bold 
new fragrance. 


It’s got other great 
stuff too, like aloe 
and Pro-Vitamin B5. 


If you find the ladies 
standing a little closer, 
you can thank us. 
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CALL OF DuTY 4 DOWNLOADABLE 
CONTENT: NEw Maps 


ss | Xbox 360 


hat’s there to say about Call of Duty 4? 
It’s a great game. If you’re a hardcore 
gamer, next to Halo 3 it is the game 


to own on the Xbox 360, and likewise on the 
PlayStation 3. More and more gamers are logging 
in every week to experience first-hand Modern 
Warfare online. And coming in early April, here 
are four new multiplayer maps to whet your whis- 
tle as downloadable content (DLC) in a new map 
pack Infinity Ward is calling the Variety Pack. 


VARIETY PACK ATTACK 

It’s called the Variety Pack because the four fea- 
tured maps offer a little something for everybody. 
There's Chinatown, a modern rendering of Caren- 
tan, which was the most popular Call of Duty 2 map. 
Broadcast is the television station level from the 
single-player campaign, completely redesigned for 
chaotic multiplayer encounters. And then there’s 
Creek, a map similar to the Russian countryside of 
Overgrown, but less Russian and woodsier. There's 
also a secret fourth map that we didn’t get to see, 
but Infinity Ward said it’s a smaller map like Ship- 
ment that’s inspired by the Cargo Ship F.N.G. train- 
ing facility from single player. 


CHINATOWN 

Chinatown is GamePro's favorite map in the 
Variety Pack. It’s a mid-sized night map that 
seamlessly blends indoor and outdoor environ- 
ments. The map looks completely different in the 
dark, skinned with glowing neon signs and Chi- 
nese lamps, but fans of the series will immedi- 
ately recognize Chinatown’s structural layout has 
a striking resemblance to Carentan from Call of 
Duty 2. For those who never played CoD2, Chi 
natown plays most similarly to Call of Duty 4’s 
multiplayer map, Strike. Most buildings are multi- 
storied with lots of windows, and the main streets 
connect to form a block-like grid. 


CREEK 

Creek rolls in second on our Variety Pack favor- 
ites list. Creek is an outdoor map with steep cliffs 
towering high above a dried out creek bed, a few 
dilapidated homes on the high ridge, and a cave. 
It is the largest multiplayer map, even bigger than 
Overgrown. Creek is a sniper’s delight, littered 
with tall brush, thick trees, and rocky terrain. More 
often than not, we found ourselves mistakenly 
shooting at obscured tree trunks and rock faces 
that looked like enemy players. 


BROADCAST 

Broadcast is frustrating, especially when you're 
playing with a bunch of multiplayer level design- 
ers who modeled the convoluted mess of inter- 
connected offices and hallways that is Broadcast. 
Each room in Broadcast has an entrance and 
an exit, so we'd run in a room, eliminate a tar- 
get, and then get shot from who knows where. 
Broadcast as a multiplayer map is actually quite 
different than its single-player counterpart. The 
atrium, central broadcast floor, and Al-Asad’s 
news room are all intact, but things have been 
moved around a bit. The parking lot, for example, 
is now full of vehicles good for cover and a few 
buildings in the back, one of which is the ultimate 
sniper tower with a complete view of the central 
broadcast floor. 

In the matchmaking lobby before joining a 
game, players will be able to define the map rota- 
tion between original maps, Variety Pack maps, or 
both. Beyond the four new maps, developer Infin- 
ity Ward is not releasing any new content, such as 
perks and weapons, at this time. But if you're like 
us, playing Call of Duty 4 at all hours of the day, the 
Variety Pack is a substantial update that will keep 
your trigger finger well-trained in diverse envi- 
ronments until the next Modern Warfare update. 
—Travis Moses 


Chinatown headlines the Variety Pack as GamePro’s favorite Call of Duty 4 multiplayer map yet. 
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BLAST WORKS: BUILD, TRADE, DESTROY 


& Developer: 


: BudCat Creations 


Collecting fallen enemies can turn 
your ship into a machine of mayhem. 


he simplistic yet unique art style of Blast 
T wer Build, Trade, Destroy for the 

Nintendo Wii reminds us that it doesn’t take 
stellar graphics to make a game fun and addicting. 
Formerly known as TUMIKI Fighters, Blast Works’ 
core gameplay is quite familiar, in the sense that 
it’s nothing more than a side-scrolling shooter. 
The bread and butter, though, is the insanity that 
can arise when you add shattered enemy ships 
onto your own ship’s hull by catching them before 
they fall off-screen. Your ship can become so co- 
lossal that avoiding enemy fire is nearly impossi- 
ble—over time, it can take up half the screen. But 
this is beneficial, as the collected enemy ships can 
be used as protection (a shield, of sorts) for your 
primary ship. 


ettinid® Groups 


; @ Publisher: Majesco ® Release Date 








LEGO LIKENESS 

This simple game also comes with an extensive 
creation system, and the charming Lego-esqué 
graphics are what makes creating everything 
so easy. Much like real Lego blocks, you simply 
stack and connect different pieces together to 
create your own unique ships, weapons, struc- 
tures and even entire levels from scratch. Plus, 
you can customize the color, shape and size of 
what you create. The ship creator alone is ver- 
satile, allowing you to fully customize your ship, 
from the wingspan to the specific types of weap- 
ons you use, adding some quality replay value to 
an already fun game. 

If you're a fan of old-school side-scrolling 
shooters, then Blast Works is worth a spin. The 
fanatical gameplay and very easy-to-use edi- 
tor make this game stand out. Wii owners who 
feel daunted by the plethora of Nintendo games 
available should keep an eye on this game; it’s 
shaping up to be a solid title, and certainly 
has the potential to become a treasure in 
the otherwise barren third-party Wii library. 
—Ryan Perez 


Tae 
Blast Works follows the basic, side-scrolling formula 
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THE AGENCY 





Hi = Developer: Sony Seattle # Publishe i - SOE 
® Release Date: 2008 





ure, like World of Warcraft, The Agency is 
technically a massively multiplayer online 
game. But you’d hardly know it. Built as a 
less-intimidating online RPG, this game is geared 
to action-game lovers that are easily intimidated 
by orcs and elves and hours of boring quests. 
The Agency is played as either a first or third- 
person shooter, but it won't put off beginners 
with big Rainbow Six-like online bullies or high- 
level WoW players. It’s accessible from the start, 
and can be a lot of fun if played the right way. For 
example, take the solo aspect of the game. You 
aren't forced to group up, and can go all one-man 
army if you please. And that’s something action 
gamers are used to. But the options are there to 
maximize the experience for seasoned players, 
offering enough extras to fill a phonebook with. 
At its core, The Agency is a spy game, and if 
you want to play it from the good guys’ side with 
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the United Nations, you'll choose to join U.N.I.T.E.. 
Or, if playing bad is your thing, there’s Paragon, 
the rogue mercenary group. Either way you'll be 
creating then customizing you character to your 
heart’s content, earning upgrades and new stuff 
through operatives. These NPC operatives are like 
your very own Jeeves’, designed to deliver you all 
the hip new gear on the spot. 

There are shorter and longer missions in the 
game that vary from a few minutes to over an 
hour. Most missions remind of a James Bond flick 
sequence, providing an objective and letting you 
decide the best way to go about it. You'll get a 
medal rating for each mission, so replaying one 
to get the gold is certainly a factor if you want to 
make the best of The Agee Ys —Chris Morell 








IRON MAN 
ps3 | xbox 360 | wii | Ps2 | 









arvel metal meets chaotic aerial com- 
M bat in Sega’s Iron Man the video game, 

based on the new movie starring Rob- 
ert Downey Jr. and Terrence Howard. The game 
begins following the same story as the movie, 
but later splinters off and allows players to ex- 
perience more of the Iron Man universe created 


by Stan Lee. 


HEROIC ORIGINS 

Because lron Manis a comic book character with a 
rich background and history, let’s first get you up 
to speed on the origins of this superhero. Edward 
“Tony” Stark is Iron Man, a boy genius who in- 
herits Stark Industries at the age of 21 after his fa- 
ther and mother are killed in a tragic car accident. 
The young and arrogant Tony Stark becomes 
filthy rich by manufacturing weapons technol- 
ogy for the U.S. military. When Stark visits Viet- 
nam (updated to Afghanistan for the new movie 








and game) to check up on his latest tech that’s as- 
sisting the American war effort, he is captured 
by the Vietnamese and forced to build weapons 
against his home soil with award-winning physi- 
cist Ho Yinsen. 

Stark and Yinsen, however, secretly build 
a powerful armored suit, the Mark I, that helps 
Stark kill his captors and escape. Yinsen sadly 
dies in the process, but not before guiding you 
through the first tutorial level of the game. While 
you play as Tony Stark in the Mark | suit, Yinsen 
issues commands via radio to assist in the es- 
cape. In later levels, Stark’s butler Jarvis fulfills 
this duty. The Mark | suit is slow and lacks the 
ability to fly. Equipped with a flame thrower on 
Stark's right arm, you will burn your way out of 
Afghanistan and back to the U.S. where the famil- 
iar red and yellow Mark III suit is created. 


VENGEANCE FROM THE GRAVE 

After Stark’s unfortunate kidnapping, he vows to 
rid the world of terrorist groups who are using 
his advanced weapon technology for evil instead 
of good. With the power of the Mark III suit, Stark 
can wipe out entire naval fleets with the wave of 
his hand, fly at mach speeds, and lift large ob- 
jects with super strength. 

The gameplay primarily consists of flying 
around large, outdoor environments tasked with 
the destruction of a specific number of anti-air 
gun emplacements. Flying looked the most fun, 


GUITAR HERO: AEROSMITH 





esa | xbox 00 | wi | 2 


T: ultimate rock package for Guitar Hero and 





Aerosmith fans has arrived. | have to admit 

that when Guitar Hero: Aerosmith was first 
announced | poo-pooed the cash-in idea of releas- 
ing agame of just Aerosmith songs. There are just 
so many other bands | consider to have a higher 
rock caliber and that would be better suited for 
playing Guitar Hero’s five-button riffs. 
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THE GREATEST AMERICAN ROCK BAND 
That’s not the case, however, with Guitar Hero: 
Aerosmith. Immediately after the completion of Gui- 
tar Hero Ill, Neversoft began work on the ambitious 
Aerosmith project that proves to be so much more 
than just an add-on pack. Players will fill the shoes of 
Joe Perry as lead guitarist in the single-player mode, 
living out Aerosmith’s 38-yearlong career from their 
first gig at Nipmuc High School in 1970 to the Or- 
pheum Theater in 1973 where they opened for Mott 
the Hoople. And that’s only the beginning. 









HIGHLIGHTS 


mu PROS: Fast-paced aerial combat. Detours from the 
movie and explores more of the lron Man universe. 







a CONS: No indoor battles; looks repetitive. 


























switching between high-speed 
flight and hover mode to dodge 
incoming cannon fire, grapple 
with Apache helicopters, and 
even catch rockets in mid- 
flight. Of course, there’s 
heavy focus on_ Iron 
Man’s suit weaponry as 
well. Fans of the hero 
will immediately recog- 
nize Iron Man’s primary 
gauntlet-fired repulsor 
rays and the chest-burst- 
ing uni-beam, which can 
be upgraded to more 
powerful states through- 
out the game. 

Although we only 
saw the Xbox 360 ver- 
sion in action, lron 
Man will also be 
available on the 
PS3,, Wii; PS2, 
PC, PSP, and DS. 
—Travis Moses 


& Developer: Neversoft ™ Publisher: Activision @ Release Date: June 


THE SET List 
The set list consists of approximately 40 songs split 
between Aerosmith master tracks and opening 
bands. We were able to see the first three venues 
in the game, which consisted of two opening bands 
and concluded with three Aerosmith tracks. When 
playing the concert-style opening band tracks the 
mainstay GH band takes the stage, but when Aeros- 
mith comes on players will notice something oddly 
realistic never seen before in the GH series. Lead 
singer Steven Tyler motion captured each song in 
its entirety. That means there are no looped anima- 
tions. Neversoft told us Steven loved being mo- 
capped so much he even offered to come in on 
Sundays. Players will also notice Tyler and Perry 
actually interact together by hanging on each other 
and playing different instruments such as Perry's 
airbag and Tyler’s moroccos. 

Interspersed as bonus content, in traditional 
Neversoft style, there are live-action interviews 








THE FIRST THREE CONCERTS 


Set List 1: Nipmuc High School 

Mott the Hoople: “All the Young Dudes” (cover) 
Cheap Trick: “The Dream Police” 

Aerosmith: “Make It” 

Aerosmith: “Uncle Salty” 

Aerosmith: “Draw the Line” 


Set List 2: Max’s Kansas City 
Joan Jett: “| Hate Myself for Loving You” 


The Kinks: “All Day and All of the Night” (cover) 
Aerosmith: “Movin’ Out” 

Aerosmith: “No Surprize” 

Aerosmith: “Sweet Emotion” 


Set List 3: The Orpheum 

The Clash: “Complete Control” 

New York Dolls: “Personality Crisis” (cover) 
Aerosmith: “Livin’ on the Edge” 
Aerosmith: “Ragdoll” 

Aerosmith: “Love in an Elevator” 


with Steven Tyler in between venues where Tyler 
talks about the history of the band and the songs 
they played at that specific event. Technically, 
tweaks have been made to hammer-ons and pull- 
offs, which were too easy in GHIIl, and the framer- 
ate looked buttery smooth. 

Guitar Hero: Aerosmith is going to be sold as 
a complete retail package, not available for digi- 
tal download. Rest assured, Neversoft still plans 
to provide downloadable content for GHIll. That is 
until the next Guitar Hero.—Travis Moses 


GAMEPRO.coM // May2008 // 4.7 














By The Gam' 










































































find out. 


8 // Ma 
y 2008 // GAMEPRO.cOM 


While Star Wars has never irerellNy exited the pubic con 


Pros 


science, 2008 is the year it will burst back onto the scene 
like never before. Two new TV shows, guest turns by Vader 
and Yoda ital Soulcalilour \V, and a true new-gen debut based 
on an all-new story in Star Wars. The Force Unleashed. 
While there's plenty of sweet new Star Wars information 
within the next few pages: Nic) thought we'd focus the 
most on what's really new—the Wii version of The Force 


Unleashed: \s it the true NN elecclonal game? Read on to 
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y the time Star Wars: The Force Unleashed 

lands on the Wii, it will have been well over 

500 days since the Wii’s launch. That’s 500 
days without a real, honest-to-goodness Star 
Wars lightsaber game. While the Nintendo 64 and 
GameCube both launched with Star Wars games, 
LucasArts noticeably ignored the Wii's launch 
HTat-10] opm Mat-Mile-)ael-lanl-Micelanm Meler-tyAUa cee l (elem a-\V-1 8) 
arrive until a year into the console’s existence. 
That title? Lego Star Wars: The Complete Saga, 
which, while a great game unto itself, was not 
what most Wii Star Wars fans were clamoring for. 


The Dark (Side) Days 


During the wait, other Wii games competed to earn 
the Wii's sword-fighting crown...a crown many 
believed Star Wars should have owned from the 
start. Some games, such as Red Steel and Dragon 
=} F-Ye(- Mm r-li (=e A @higt-1e-Pm 1 <-m Mle l-lale Me) m4-)(el-B-lalem \ Ce) 
More Heroes, have managed to steal some of the 
italelave(-1mreo)Mcnl-Miat-\a1¢-1e)(-M AIM le] al et-]el-1mel-lelU) am Le) 
More Heroes, in particular, seemed to have been 
borne out of the frustration of waiting for the ul- 
timate Wii lightsaber game, with a nerd-punk 
“beam katana”-wielding protagonist. In fact, the 
Wii Remote’s speaker emitted a familiar “fwoosh” 
any time the hero turned on his weapon. Coinci- 
dence? We think not. 

Without dwelling too much on other titles, No 
More Heroes was enjoyed by many, though it had 
rh ew at-lg-Me) Me (-14e-(e1 Co] em cole Meelolanl-Melgi t(emel-linal-ce mi 
was the real Wii lightsaber game. We have a feel- 
Tate Mm tat-] a MUler-l-y-\g CMJ ari-10 Mm ol-te)e)(-myVelel (om ilare Mais 
uge in other sword-fighting titles, which is why it’s 
taking a different route than most expected with 
Star Wars: The Force Unleashed. 





me)meron @ a\varalisial=ie| 


Having had extensive hands-on time with The 
Force Unleashed for Wii, we can indeed con- 
firm that the combat makes great use of mo- 
tion-based lightsaber attacks. It’s not 1:1 motion 
sensing, but it manages to mimic ‘saber swings 
Tamaaes-) ae li e-1e1d(o)atcm( Miami Com ailelalematiel aim co M-1i em ele) 
to Down, Down to Up, and straight thrusting). It’s 
not a completely new concept—Dragon Blade 
and No More Heroes used the same method to 
F-Wel-fe] g-{-tond ol] @-Wi-y)e-lelolld(o)al-]  melget-talaliul\-te i-[om 
tions really sell the Star Wars Wii ethos. There’s 
blocking, which requires you hold the Wii Re- 
mote sideways so your on-screen counterpart 
can do the same. There’s also Force Push, which 
life\Vc-mnvZole mm CoM) alo)’,-Mr-lanvatallace Male) am ole) i t-te mm comm dal-) 
ground simply by thrusting the Nunchuk forward. 
A few basic actions are still mapped to standard 
button presses, but otherwise, this is about as 
immersive a motion-sensing Star Wars adven- 
ture can get. Check out the “Control the Force” 
Joya-y-lemcome[-1mtal-MiUllMt-\Vae) mint Ml-lale mie] migl-Mmel cer) 
UTal(-r-rj aleve McmUlalie [Ul -meve) glace) Maal-italelem 


The Apprentice: Sith Edition 


For those of you unfamiliar with The Force Un- 
leashed, here’s a quick primer. Set in the uneasy 
years between the two trilogies, you play the role 
of Darth Vader's secret apprentice, trained by the 
Dark Lord of the Sith and groomed to secretly take 
down the Emperor. Of course, being a secret ap- 
prentice means you can’t leave any trace of your 
real isxe(-1-10 fpe-yon oe) dau n{-1el-1 Brel get-s-e-1arel =taglolig-acele) os) 
are fit for the killing. The producers of the game 
have repeatedly said that the story is about re- 
demption, and that the Apprentice won’t neces- 











- ye ee 


ng. 
ae 4 


The Force Maelstrom is the godliest power we've 


seen yet, and is definitely a Dark Side tactic. 





sarily end the game the same as he started it, so 
don’t be surprised if this new hire takes a swipe at 
the boss at some point. 

Our play session focused on one of three lev- 
els that you won't see in the Xbox 360 and PS3 ver- 
sions—The Jedi Temple, where Vader began his 
reign of terror by slaying younglings. The other 
two stages exclusive to the Wii, PS2, and PSP are 
Nar Shaddaa and an expanded version of Cloud 
City. But our hands-down favorite is still The Jedi 
Temple level, and we’re surprised that it’s been 
omitted from the Xbox 360 and PS3 versions be- 
cause it’s such a vital part of the Star Wars uni- 
verse. The Temple had the eeriness that you'd 
expect of a former massacre site; it may have not 
been packed with enemies, but offing the few liv- 
Tate meyatc\omic)ian lL <om-Mexelaltinler-id(e)a me) mviar-) mi at-lom ar-] ons 
pened at the end of Episode Ill. 

After clearing a hallway filled with temple spir- 
its, we got to try out our first boss battle, in which 
we took on Darth Desolus, who is a new charac- 
ic-Yaufayagoye(Uler-Lo Malm Mal-M me) germ Olal(-r-lial-ce mm lamer-1adi tare] 
Desolus, we quickly noticed that boss battles are 
much more epic in scale and require more finesse 
Vi damdatcmantoydle)amerelanige) (Mm '\'(-Ml-lJal-lemelU) ar-) a DI-\-Yore 
lus, and our lightsabers locked together. We strug- 
gled to overpower Desolus, and as you've seen in 
the many movies, that sort of situation usually 
leads to an intense parry or show of strength. The 
same goes for Force attacks; Force Lightning and 
other Force powers will push against each other. 
When you’re engaged in “Saber Lock” or “Force 
Lock,” you've got to tilt your Wii Remote or Nun- 
Co) a0] aa comr-Vae-Tare| (om lave|(er-]<-YoMelatsveie-\-1a Mm dal-lam olelareig 
forward once you're correctly aligned. Though 
hard to describe, these battles of will feel truly au- 





thentic, like the way you would resolve a physical 
stalemate in a Star Wars battle. 

O]UT am al->,4am oley-t-wm o}-haa(-Wer-lanl-M-lel-l[1)-)at- tA tee 
walker. First we whittled down the killer machine’s 
lifebar by hurling large objects using Force Push, 
then we engaged in some God of War-style con- 
trol prompts to finish it off. But these motion- 
sensitive finishing moves are just the icing on the 
cake; they’re highly damaging and quite cinematic, 
but not necessary to win the fight. Of course, you'll 
want all the help you can get, because the motion 
controls for this portion of the fight felt a little iffy. 
A Y(Mareyaex-Yom tat-imtal-milalcialiaremiaacendcmanrelelareel(elam: 
directly correlate to the on-screen action, which 
made for missed opportunities and even a little 
frustration. Hopefully the developers can improve 
the motion-control sensitivity while also making 
the motions match the action. 


Force Fencing 
Perhaps the most enticing feature of the Wii ver- 
sion is a new Duel Mode, which brings together 
almost every lightsaber-wielding Jedi and Sith in 
a fast-paced versus fighting mode that incorpo- 
rates all of the single-player mode’s moves into 
Power Stone-style brawls that take place in some 
of the most memorable settings in Star Wars his- 
tory. Duel Mode was a happy surprise, and ended 
Oyo oY-VialeMelat-Molmelelmi-\ ela (-M->.el-1a(-lalesM lam alee AT 
version of The Force Unleashed. 

We engaged in some intense battles in Duel 
WV KoYe(-yar-Tate MUU -MYVelel(olam mal-siie-](mcoer-lIMIM tal-maates-it 
satisfying Star Wars multiplayer mode outside of 
the Battlefront series. Jam-packed with environ- 
mental hazards in Star Wars dangerzones like the 
Jedi Temple, Raxus Prime, Hoth, and Kashyyk, 


Ay 





the frantic fights in Duel Mode came closest to 


living up to the name and premise of The Force. 


Unleashed. These were unpredictable, thrilling 
battles that allowed us to be almost anyone, fight 
almost anywhere, and use any power possible to 
come out on top...we even located power-ups that 
Fife -Xo MUM come pal anve)a me) col dani igole) ol-1e-me) mln) (eal ate 
finite Force power. 

You can learn more about the impressive cast 
in “Duel Mode Characters: All Secrets Revealed.” 


A Promising Padawan 

We took away two strong feelings about the Wii 
version of Star Wars: The Force Unleashed. For 
starters, the game is rougher around the edges in 
it-Ydaalomoy me] e-]olal(ore-lalemevolalige) Mu al-la mere) aay ex-1a-vem ce) 
the bigger, badder Xbox 360 and PS3 versions of 
the game. However, we also felt that the Wii ver- 
sion’s major additions—the exclusive stages, the 
Duel Mode, and most importantly, the first real 
Teale) (=ipatsiaue-}4(o)ame)mtey ram '/-] ecm aale) ile) ats oy-t-\-1e mero) aate 
bat—have added a layer of immersion that no pre- 
vious Star Wars game can match. 

The game may share a narrative across all 
ita}a-1-Mm a nt-)(o) amore) alco) (<sym LU] amYZolUL am» dol-lai-laec ma 
NET aVANYAL(eI Wael) eX-1arel lave Me) am cele] aexe) al-ye) (-Me) mel alo)(o1—- 
Do you go with a game that offers intense vi- 
sual realism and traditional controls? Or one that 
roLUTIEMYAolUMIamo)va olUbadiatemngtolg-M mo) cer-Miam\elelmar-larelrg 
Which side will you align with? 


Get the link to Star Wars: TFU 
Sishelem screens and news sent to your 
e-mail. Text JH5U to 59479 
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BJUT=18 Wi lore (=> 
All Secrets Revealed! 


Your favorite characters. Your favorite planets. The Duel Mode in The Force 
Unleashed is the best Wii fighting experience outside of Smash Bros. Brawl. 
Read on for the exclusive details! 


otis a Apprentice (Bounty Hunter Disguise) 
Aayla Secura HD apprentice (Corellian Flight Suit) 
: é Apprentice (Father's Robes) 

Ne) ole-tal aim mi (elalamie-lialielemel-t-18) 
Apprentice (Training Gear) 
Apprentice (Raxus Prime Survival Gear) 
Apprentice (Sith Robes) 
PNe)olaclal aterm ele lave] (<M @xelpaley-1aCl-t-19) 
PNoyelactalecerom (lave lelcjcar-1m=>40)(e)a-1m Ole leila) 
Ultimate Good 
OTT Creyameliala) 
Obi-Wan Kenobi 
Anakin Skywalker 
Darth Vader 

M5) Luke Skywalker (from Episode IV) 

16 Luke Skywalker (from Episode VI) 
Mace Windu 
Ultimate Evil 
Shaak Ti 

20 Darth Maul 

fea] Count Dooku 
Asajj Ventress 
Master Rahm Kota 
Aayla Secura 
Mara Jade 

126) Darth Phobos 
WW E-Tatom si geyere| 
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/Control the Force 
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/ The GamePros have been trained in the way of the Wii Force by 
’ — LucasArts. Here are the moves you'll need to serve Lord Vader. 
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Move: Use the analog thumbstick to move Camera: Pressing Left or Right on the direc- Camera Lock-on: Pressing Down will focus your 
ETcolelaremmeed ie lal tha tiim Com 7-1 Lom ale) (emlam- Mell a-tou tional pad will rotate the camera in the same attention on the nearest enemy. Pressing Down 
itteyamcomaulan folfacredtel an FTer-llamVUIIm cole lel (<M ol-10U-1-1a me) datclm-lalcleal toe 
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Dashing Attack: Press A and swing the Wii Re- 
mote while running to make a running swipe at 
any nearby enemies. 
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Saber Block: Press A and hold the Wii Remote 
horizontally to block lightsaber attacks and blaster 
rj ao} tym Coll] amet at-l = (ei (1m o) (ele) com o)vm@ave)(ollatemanl-m ile] atc 
saber the same way you’re holding the Wii Re- 
mote. Neat! 
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Jump: Pressing B will allow you to leap 
through the air. Jedi and Sith are agile, so you 
can get around quite well. 


Force Dash: Pressing A while running will 
give you a temporary speed boost. Jump 
WYAalitometcljaliare con (-t-] oe] a-t-1¢-1m elel el aleton 





















Lightsaber Strikes: Swing the Wii Remote 
jim Com dle |a) meolatale|alm com (-1i mice) m-i(e(-Mit-l1al-1-em] ©) 
for an upwards slice, down for a downward 
strike, or jab forward for a stabbing motion. 
Swing in different directions in succession to 
Tal i-t-l-] amore) an) oles-a 


Jumping Uppercut: Press B while swinging 
alo AUMatcieael(cMel om come (om-Me(-\V-l-1c-lilalem eng] ole 
ing uppercut sword slash. Great to use against 
nearby airborne enemies. 






















Force Grab: Hold the Z button when an enemy or 
item is glowing. Move the item or enemy with the 
FVat-|(oye R=} t(el em Malco) ainl com-laveliat-lail«claahe) m@-lal-l env ohZ 
releasing Z when the target glows red. 


1 i 


Force Lightning: Press the C button to zap any Force Repulse: Hold Z and A and swing down Force Maelstrom: Simultaneously press and 


Force Push: Push the Nunchuck forward and 
your character will use his palm in the same 
way to push any enemies or items in front of 
you with massive Force power. 


Saber Throw: Hold A and swing the Wii Re- 
mote to toss your lightsaber at nearby enemies. 
HT MAYWUII exe) aal-M ok-(e). aco {ole <-M-M olele)anl-le-l are pm oleis 
you can’t execute any lightsaber attacks while 
it’s out of your hands. 
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nearby enemieswitha steady stream of lightning with the Wii Remote and Nunchuk simultane- hold Z and Aand swing Down with the Wii Remote 
from your fingers. It’s a staple of the Sith, and ously. This unleashes a small radius of energy and Nunchuk continuously. This Wii-exclusive 
foyer Ko) ma ai-Mantey=) 40 (-) ol-Jalor-]o)(-B-]ae-( cw lemtal-Mer-laal-e FT collate MYColU PM davon diate mon’-1mr-lanme) °) ekelal-lal ice rare c MU LIMe (-x-1i- Mel mantolecmer-lear-le(-myUitallam-Mi-lgel-1¢ 
Unlimited power! igclol[UE-wm Cole Mare) -m CoMeal- lee [Mel m- iN aci-1ere) ale MA Yal (=) 






your character draws in power, so beware. 
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@ 2008: 2 NEW HOPE 


Multiplatform Force! 


We're not just confining our love to the Wii! Here's a.look.at why you 
i ‘ ; Si 
might want to consider some other versions of The Force Unleashed. | 


Do better graphics make for a better game? Here 
are four advantages to playing The Force Un- 
leashed on an Xbox 360 or PS3. 


Graphics: It’s obvious that the Xbox 360 and PS3 
Yc hVcMmOLUColaMmal(elal-lamele-]elal(ommer:]ey-1e)1 (1 0(-tomm Cat-la mm alc) 
Wii, but seeing is literally believing. The character 
models are simply phenomenal (The Apprentice’s 
many costumes look gorgeously realistic), the ef- 
fects of your Force powers pack a bigger punch 
thanks to elaborate special effects, and the envi- 
ronments look like they were practically ripped off 
the Star Wars DVDs. But don’t take our word for it; 
check out the “Do Looks Matter?” visual compari- 
son on the next page. 


Euphoria: The Force Unleashed is one of the first 
games to harness Natural Motion’s next-gen Eu- 
phoria rendering engine. Thanks to the power of 


slick code and mathematic artistry, the PS3 and 
Xbox 360 versions are bleed with shockingly life- 
like character animations. Characters move and 
interact as fluidly as real-life actors. Enemies will 
CAV-Ta me] g-] oMme)a) COMM =y-(e10 me) 1-1 mmo) mm-14(-10n)0) an COMA -r- 1018) 
for stationary objects as you lift them into the air 
with Force powers. The result is comical, believ- 
F:1 0) (-wur- lave mele) iValalelalar-lnat-r4lale mmm lamer) an) el-latcve] pam tal=) 
Wii version uses less powerful “ragdoll physics” 
to make its characters flop and twitch. It’s still cool, 
but it’s not the same as Euphoria. 


Digital Molecular Matter (DMM): Physics engines 
have been a driving force for game graphics for 
several years now. The Force Unleashed, however, 
ar-Komelolat-Melal-mol-14 (<1 em olge)alellarem-lam-lale|[alom care] mellem 
tates how certain materials would react to differ- 
ent types of stress or trauma. Wood will splinter 
with light force, and shatter with heavy force. Steel 


Ls 


doors will bend and crinkle as you push your way 
through them. With the powers you're allowed to 
abuse as a Dark Jedi, you'll be destroying a lot of 
scenery on the PS3 and Xbox 360 versions. The 
A ViTmISiame a lel iclaiel m-larelelel am comar-larel(omtalcriemelelatiare pe 
edge physics calculations, so everything seems to 
break the same way. 


Development: While all versions of Star Wars: 
The Force Unleashed remain relatively similar 
(say for the aforementioned qualities), the PS3 
FTale DG eley aciolOBY-1e-1 [ela eelmUil-Ber-lnal-e- lace ol-ilale Melons 
veloped internally by LucasArts. And while Lu- 
casArts is overseeing the development of the Wii, 
PS2, PSP, and DS versions, the Xbox 360 and PS3 
versions are straight from the LucasArts source. 
Think of it as learning about the Dark Side from 
Lord Vader himself, rather than reading about it 
in his memoir. 


Tasos 


Star Wars on the Small Screen: A Look at the Upcoming TV Series 


This summer, the Star Wars universe expands again with the Clone Wars TV series, set to premiere in 
italct-1tcleom ol-acolacM-121 el [ale M ial com-Maelamelam Orla cololamh(-10) old em eacelelUle-lem-lal tice] \Valamee] Pa ia-m Oleg 4 -leR NULL! 
elo} (ct-1-) OM LOLOR-Jo) role (-t-- lave mict-1cUlecMalcauar-lale|(ct-melamear-Mere) ail (orm ol-vaui-l-lam tal-Me [gel (emrelenvclamel-] ef-le-1 tiie 
Tate mdatMei(olal-e-l aaah aelm carom atclolele)|(omm-Vanrolarem tal-Manles-jac> conlelaleMachicli-ltlolarce-lelelel a tal ec\cls tee tat-] acm 


meet Anakin’s Padawan learner for the first time. 


Beyond that is one of the most highly anticipated and mysterious projects in Star Wars history: 
the live-action TV series. Producer Rick McCallum has confirmed that up to 400 episodes may be 
(ola =r-1 Cote Mam Mm ole-lalealiale me: liom care] meee lem icr-lemcomanlelitie)(-Mci-1al-tmaulalaliaremoiianlelie-larcrelery \VAmYYZali (om Clete) ge [=] 
Lucas promises that the series will be action-heavy, adult oriented and focus on new characters. 
Rampant speculation is that the series will focus on Boba Fett’s coming of age in the criminal under- 


belly of the galaxy... 
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We compare two shots of Star Wars: The Force Unleashed head-to-head. On top, the Wii version, 
on the bottom, the Xbox 360 version. 


You'll see far more charac- The processing power of It’s aclose call, but we pre- Dy YZar-lanicomm le landiare mere lexelelare i 
ter detail in the Xbox 360 the Xbox 360 and PS3 con- fer the PS3 and Xbox 360's for the PS3 and Xbox 360. 
and PS3 versions of The soles allow for massive, iTfe] al est-]eX-1 ame) ok-1 8 <n COM Ha On the Wii...well it can 
Force Unleashed. You can densely detailed land- Wii's Force distortion. throw down some accu- 
tell the Clone Trooper’s seen some __ scapes, while the Wii's weaker graphi- rate shadows. That counts for some- 
action in the HD shot, while the Wii’s cal output favors bright, outdoorsy italiave pmare | Aled 
enemy looks relatively pristine. environments. No surprises here... 
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Fighting withthe Force 


Soulcalibur IV gets two familiar guest characters, and GamePro’s got first samedi J is! 








closer to release, but the real question remains: 
which version to buy? Both versions include a sys- 
tem-exclusive Star Wars fighter, with the Xbox 360 
fo[-1adiaremm Coxet-M-laleM alm eal-h’eo) 1 elola meme -14diarem BI-la tn 
_ *Vader. Decisions, decisions. 

Though we've known about the secret Star 
Wars characters for months, details have been 
frustratingly scarce on how Vader and Yoda 
will actually play in Soulcalibur IV. Their special 
moves, their fighting styles, and their overall ef- 
_ fectiveness remain closely guarded secrets. To 
_ find the answers, GamePro went straight to the 
- source: Katsutoshi Sasaki, director for Namco 
Bandai Games. 


















mePro: Are Yoda and Darth Vader unique char- 
with their own attacks and fighting per- 
ities, or are. they identical fighters who 
look different? 


Fantasy brawler Soulcalibur IV is creeping ever Mateutalil Sasaki: We recreated Yoda us 


~ acrobatic motions seen in the [prequel] n 


On the other hand, since Darth Vader didn’t show 
much movement variety in the films, we have cre- 
Ficctom altmantey-s-m eh alanr-lelialiare mare Mm al-muelel(emact-lei' 
Tameal-metelel(er-HilolelmelalhY{-1e-Pm Adal i(-m Colel-E-TareM\c-lol-1g 
have different moves, they will fight in a similar 
Force style, as the Force is synonymous with both 
NI-Tolm Galle]a)e-lare Rell 4am Mel gel-wm ©) al-Re) mele] me ley-1 ia icm ce) 
convey the immense power of the Force in battle. 


GP: How exactly do Yoda and Vader fight? We 
imagine Yoda as quick and nimble and Vader as a 
slower, heavier juggernaut. 


KS: Yoda’s fighting style is close to what you've 
seen in the movies, as he freely steps and jumps 
to attack with his lightsaber. His speedy fighting 
style is similar to Taki’s, but Yoda is short in stat- 
ure and uses the Force so he will definitely provide 
a whole new gameplay experience. Darth Vader 
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sbeen jdeslaned as a master swordsman, which 
allows ainamcom-p.<-le1e} ¢-Maat-lalva eke) u-1gi0l @-)at-[el cm-l ale] 
combos. Vader’s standard moves, in combination 
with the Force, strengthen his battle style, forcing 
other players to strategize. Vader is a very power- 
ful opponent. 


GP: What are some of Vader's and Yoda’s most 
powerful attacks? Can we expect to see anything 
really wild, like Sith Lightning or Force-powered 
body slams? 


KS: We can’t go into much detail just yet, but we’re 
Col-siTalics)hyam olt-lalaliare mela wm ar-hVdlale Mm ee) 7-1a 10] Ba-1at- [el <-) 
and other actions that are worth seeing. Please 
stay tuned! 


Soulcalibur lV is expected to ship this June for the 
PlayStation 3 and Xbox 360 and, in a series first, 
will include online battles. Check GamePro.com 
for news updates and the final review! 4” 



















Greed is Good! Enter our sweepstakes for a chance to 
win five PSPs all to yourself...you greedy SOB. 


GamePro’s got five brand-new PSPs to give out, includ- 
ing several special edition Star Wars units, to one lucky 
reader. All you have to do is sign up at www.gamepro. 
com/pspgiveaway and you're automatically entered! 
Just think: if you win, you'll have five PSPs to share with 
your friends, give out to loved ones, or simply sell on 
eBay. We don’t care what you do with ‘em! 


Visit www.gamepro.com/pspgiveaway today to enter. 
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Brutal 


Fighting game throws 


Can Street Fighter IV top these wicked moves? 
By Sid Shuman and Hugh Sterbakov 


Fighting games are seeing a sudden resurgence, and that’s music to our ears. If you didn’t already 
know, the GamePro editors are huge fighting game fans: Street Fighter IV, Tekken 6, and Soulcali- 
bur IV have us all salivating already. To get warmed up for 2008's fabulous fighters, we’ve com- 
piled a list of the 13 most vicious throw maneuvers we've ever seen. Agree? Disagree? Send your 
favorite fighting game throw moves to sid_shuman@gamepro.com. 


o % 


Mastering the 
Classic Throws 


The Shoulder Throw 


Let’s start with the basics. Virtually 
every fighting game known to man 
has a basic judo shoulder throw, 
sometimes called an Ippon Seoin- 
age. Though it has many variants, 
it’s not hard to perform a simple 
one-armed shoulder throw. Here’s 
how you do it. 












WARNING: To avoid injury, use com- 
Ue ee eee $Hook your arm under your oppo- Bend your knees as you twist, keep- Your hips bring the opponent up; 
TE eee la nent’s armpit. Think of slinging a ing your hip below your opponent's. your shoulders bring them back 
to practice these moves. heavy bag over your shoulder. down. Flawless victory! 





Telekinetic Toss 


ry Lea 






There’s something disheartening about fighting an enemy 
who can throw you from a distance. That'd be the blind psy- 
chokinetic psycho, Kenshi. Using his telekinetic powers, 
Kenshi can lift you up and slam you down for juggle com- 
bos, or simply toss you to the side. 









| =) fore) | Dive Game: Super Smash Bros. Brawl Character: Captain Falcon 





A rare throw move in a title known for punches and powerballs, Captain Falcon’s Falcon Dive is 
one of the reasons many think he’s the most versatile and able fighter in the game. Falcon grabs 
his opponent and explodes, bouncing them far away from each other. With multiple opponents 
on screen, Falcon can ricochet around like a pinball. 








Plasma Grenade Stick 





Dead or Alive 4 includes a new character, Nicole (Spartan-458), who is a female counterpart to 
Halo’s famous Master Chief (does that make her Missus Chief?) But there’s little that is feminine 
about Nicole’s fighting moves. With this throw, the Spartan lifts her opponent by the scruff of his 
neck, slams a sticky plasma grenade into his sternum, and then punts him away. KA-BOOM! 








izuna Otoshi 


If the marketing people behind Advil ever wanted to create the perfect injury that would require 
their product, they’d probably come up with something like this, also known as a “screwdriver.” 
The Iznuna Otoshi is a variant on the spinning piledriver that slams Ryu’s opponent head-first 
into the ground so hard that, under the right circumstances, they smash through and onto the 
floor below. You may feel like a Phillips, but by the end you're a flathead. 





Hi-def Rug Burn 










Dead or Alive 4 is famous for its outrageous environment-based throws: fighters can bash each other 
through walls or off cliffs to inflict mega-damage. But if you ask us, nothing says “|! hate you” like rid- 
ing your opponent’s face down a flight of stairs. Here are the most vicious examples of stair surfing 
in DOA4. 





“Say, have you noticed the remarkable detail on The always colorful Zack surfs Ryu Hayabusa in What you don’t see: she finishes her ride with a 
these ancient temple stairs? Take a closer look—__ style. Take that, Ninja Gaiden! power bomb off a sheer 30-foot cliff. Win! 


that’s some fine craftsmanship!” 
CONTINUED > 
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Fastball Spe 


Okay, so it’s not a fighting game, and this is an ally that you’re throwing, not an enemy. But the fastball special, made legendary in 
the X-Men comics by Colossus and Wolverine, is one of the most exciting combination attacks ever and it’s a thrill to take control 
of it yourself. In the fastball special, any powerful character (Beast, Colossus, or Rogue), can pick Wolverine up and throw him at 
an opponent. Can you imagine looking up and seeing that furball with claws flying at you? 





Game: X-Men: Legends Characters: Wolverine and an ally 












Blizzard Rush Game: Tekken 5: Dark Resurrection Character: Sergei Dragunov 





Tekken newcomer Sergei Dragunov makes a punishing first 
impression with his bone-snapping commando throws. But 
the Blizzard Rush stands out for its brutal, almost sadistic 
nature. Dragunov slaps, pummels, and pounds the dazed 
fighter before driving a knee into his gut and closing with a 
wicked axe handle. Talk about six feet under... 








Double Face Kick Game: Tekken 5 Character: Kazuya 


An oldie, but a goodie. In one smooth motion, Kazuya kicks his opponent off balance, then heel- 
stomps him into the ground. Elegant! 










Game: Tekken 5 Character: Wang 


Wang is one of Tekken’s heavy-hitters, but this throw is a graceful exception. Rather than bully his 
opponent with his usual brute force, the spry old man spins around his foe and throws a paralyzing 
elbow into his kidney. From there, it’s a cinch to land a quick, ultra-damaging back throw as the op- 
ponent struggles to his feet. 














Game: Tekken 5 Character: King 


Ouch! Tekken mainstay King is known for his arsenal of high-damage chain throws, and King’s Bridge (aka the “Romero Special”) 
is one of his most spectacular. It’s inescapable, for starters, and inflicts huge damage with moderate effort. King grabs his oppo- 
nent’s leg, twists him to the ground, and slams down onto the shattered limbs. For the coup de grace, King arches his enemy's 
shattered body into the air, not unlike an oversized cat playing with a ball of string, and twists. Snap! 


Rollina Death Cradle Game: Tekken 5 Character: King 





There’s nothing more humbling than being used like a body pillow by a giant fetishistic wrestler with a cat’s tail. Well, there are more 
humbling things, but they involve you being dressed in a wig, a summer dress, and sipping imaginary tea with your sister’s Barbie 
dolls. It’s better to just take the Rolling Death Cradle like a man and say goodbye to 70 percent of your health. And look on the bright 
side: you got owned by one of the most elaborate maneuvers ever seen. 





Final DN eyiilte Buster Game: Various Street Fighter games Character: Zangief 





This devastating move is one of the coolest over-the-top effects in Capcom’s enormous stable of eye-candy 2D 
fighters. Zangief body slams and pile drives you from every angle while special effects fill the screen. Many SF 
devotees considered this to be among the franchise’s cheapest moves, but that doesn’t stop them from perform- 
ing it against their bewildered opponents. We really wanted to include the “Ultimate Final Atomic Buster” from 
Marvel vs. Capcom here—it instantly inflicts 75 percent damage—but that damned game is impossible to find 
these days. 


Mastering the Classic Throws (Part 2) 








The Circle Throw ’ hy > : 


In real martial arts competitions, the circle throw (formally called the “Tomoe Nage”) is of limited use because it ' | + ys | | 
leaves the thrower lying in a high-risk position. Still, it’s such an iconic throw—see Ryu and Ken in Street Fighter II, . a Vv | 
XN av 


plus countless others—that we included it anyway. 


V 2 








Grip your opponent high on his collar and fall Plant your foot firmly on your partner’s lower Though it looks cool, this throw leaves you lying 


back quickly, like a backward roll. guts and thrust up and back. on your back—not a great strategic position! 
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Por Cine a . 
Pressing Down and the Special Attack button 
will cause you plant C4 plastic explosives on the 
ground. C4 is most deadly when the other players 
are occupied on the opposite side of the screen 
and walk into it unwittingly. For some super- 
charged fun, line up four or five in a row to create 
a C4 mine field. 





Super Smash Bros. Brawl is bursting with extra 
modes and content that can only be discovered after 
hours of play. GamePro's guide will help you get the 
~ most out of Nintendo's ferocious fighting game. 


Mastering Solid Si 








Solid Snake is an all-around brawler who excels in hand-to-hand beatdowns. If you’re knocked out of 
the main battle with Snake, a quick double-tap on the directional pad will send you barrel-rolling back 
into the action, injuring all enemy fighters your path. Snake’s special moves are crucial in evening the 


playing field, as they dish out major damage. 


Hand Grenades 





Tap the Special Attack button to chuck a grenade at 
rivals. You can throw this explosive in one of three 
ways: press Forward after tossing it to perform a 
strong throw; press Back to execute a swift throw; 
or press nothing to toss it at medium distance. 
The grenade is a great diversionary tactic that will 
force your enemies close to the edge—then roll in 
close to bash them with a punch-kick combo. 


Remote-Controlled Missiles 





To fire the Nikita launcher, press Forward on the 
control stick and tap the Special Attack button. Af- 
ter launching the missile, Snake can guide it into 
enemies, but bear in mind that this leaves him vul- 
nerable to attack. 


Strike uiheie a Snake 





Trap an opponent up against a wall or obstacle 
and then simultaneously press Up and the Stan- 
dard Attack button to plant a heavy-duty mortar 
launcher. Keep tapping on the attack button while 
pressing Up on the controller to lock your oppo- 
nent into a cycle of explosions and watch their hit 
count skyrocket. 





If you're in a sticky spot and need to get out fast, 
simultaneously hit Up on the directional pad and 
the Special Attack button to be lifted to safety. 
This air support is perfect when you're knocked 
out of bounds or in a frantic mix of melee action 
and need a few more seconds to get back onto 
the arena. 











The Cracker Launcher 


The Cracker Launcher is one of the most damaging weapons introduced in Brawl. This weapon is a powerhouse that is ca- 
pable of obliterating the entire playing field if properly used. After firing it, blast after blast of fireworks explode, getting 
bigger and more intense, while inflicting great amounts of damage on opponents. Pummel foes with the Cracker Launcher 
and back them off the edge. Their hit ratio will be so high that they will have little chance of getting back into the brawl. 








Dragoon et) Golden Hammer 


The Dragoon is an air-ride machine split into three 
parts: the nose cone, the hull, and the tail. After collect- 
ing all three parts, hop onto the Dragoon and take to the 
skies. The Dragoon enables you to fly, dodge enemy at- 
tacks, and unleash a one-hit K.O. 


Superspicy Curry 

This exceedingly spicy plate of curry will cause your 
combatant to literally spit out flames during brawling. 
Make sure to unload on opponents with attacks after 
stuffing your mouth with this fiery item. 








The devastating Golden Hammeris a rare item that’s ac- 
tually one of the most powerful weapons in the game. 
It’s much like the standard hammer, but swings faster 
and inflicts more damage. When you see it, grab it! 


Franklin Badge 


Once acquired, the Franklin Badge will be attached to 
the chest of your fighter, greatly boosting your defense. 
This badge will reflect any projectile attack, sending it 
back to the character that launched it. 


Little Mac 


Anyone who can K.O. Mike Tyson is a guy you want on 
your side...especially in Brawl. Pick up this Assist Tro- 
phy and Little Mac will smash the stage with his box- 
ing gloves. His one-two jabs pack a serious punch, and 
his uppercuts will fling opponents sky-high for even 
greater damage. 


Brawl has a huge lineup of back-up characters (“Assist Tro- 
phies”) to aid in your quest for dominance. Assist Trophies 
appear on the screen as crystal domes; a quick glance 
should identify the character inside. As you play the game, 
you'll unlock more characters to help (or even hurt) in bat- 
tle. To use Assist Trophies, simply pick one up. 










Excitebike 


These guys may be rendered in 8-bit art but they in- 
flict Giga-bit damage. Pick up this trophy to unleash a 


Mr. Resetti 


Anyone who’s spent time in Animal Crossing is familiar 





with this guy, a groundhog who’s prone to tirades. Pick 
up this Assist Trophy to spark a diversion that’s sure to 
throw your opponents off their game. He’s funny, too. 





stream of Excitebike riders across the screen. Be sure to 
stay out of their way, though, because they'll crush any- 
one beneath their studded tires—even you! 


CONTINUED > 
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Maximize Your Brawl 


Pikachu’s Shades 


What's better than a tiny Pikachu blasting a light- 
ening bolt across the screen and obliterating a 
cluster of characters? A Pikachu wearing slick eye 
wear, that’s what. 





e e 
Diddy Simmons 
Diddy Kong is a happy-go-lucky type of guy and it 
seems that this outfit is inspired by famed work- 
out guru Richard Simmons. 


s¢¢M Dressing in 


Each character has multiple costumes. While they may not be essential to winning a match, engaging the enemy in 
style makes victory taste that much sweeter. Here’s a peek at the most memorable costumes in Brawl. 


Dark Link 


Link may be cute, but he’s got a rarely seen dark 
side. With glowing red eyes and a glowering vis- 
age, Dark Link is one of the coolest Brawl cos- 
tumes we've seen yet. 





Wario’s Cowboy Getup 


Any outfit Wario wears is automatically the best 
outfit ever. His denim vest and hot-pink skull 
cap really shows off that grotesque plumber’s 
belly. We like how Samus (here seen crammed in 
Wario’s mouth) sets off the white tee and snazzy 
cowboy boots. 





Snake’s Cheetah Suit 


Off the battlefield, Metal Gear’s Snake relaxes 
in this Jane Fonda-esqué leopard-print leotard. 
Wear this outfit to a Brawl and your opponents are 
sure to be distracted by Snake’s sexy legs. 


: Falcon’s Pink Ensemble 


Captain Falcon may have a grizzled exterior from 
his countless races in F-Zero, but in his off hours, 
he dons this hot pink leotard. This costume proves 
that even rugged men have a softer, daintier side. 





Ness’s 8-bit Fit 


Many gamers never played the EarthBound se- 
ries, which chronicled the original adventures of 
Ness. Now that Ness is a Smash Bros. regular, 
he’s kicking it old school with this 8-bit T-shirt and 
pink hat combo. 


e 
Albino Kong 
The big guy is ready to Brawl in any weather con- 
dition. Strapped in white fur from head to toe, 
Kong is ready for snowy scraps in this arctic gear. 


No Suit Samus 


Metroid mainstay Samus is a well-rounded fighter 
in Brawl. In her slinky Zero suit, however, Samus 
just looks plain well rounded. To get her into this 
skintight blue suit, hold the grab button and tap 


Start on the character select screen. 





One of Brawl’s most welcomed features is the ability to create custom stages. After selecting a backgroundtheme and mu- (¢ 
sic, players can construct a new fighting arena. The trick is to create as many stages variants as possible. The more stages a 


you build, the more stage components you'll unlock. 





If You Build It, 
They Will Come 


When building stages, the first step 
is to come up with a strategy, such as 
constructing a stage based on jump- 
ing, power slashing, or exclusive 
item use. Start by laying the founda- 
tion and go from there. Remember to 
build in gaps to make the level more 
challenging. Remember: the edges 
of the stage always drop off into an 
abyss, even if you can’t see it on the 
stage editor. 






Bridge of Eldin 
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Another Brick in 
the Wall 


After building a stage, it’s important 
to test it. Be sure to spend some time 
running around in the level editor to 
see how the placement of obstacle 
works out. Often what seems like a 
good idea at first ends up a bad one. 
Don’t be afraid to delete blocks and 
start again from scratch. Sometimes 
the best levels are the simplest. 


In Brawl, stages are often riddled with environmental hazards: collapsing bridges, moving platforms, and other 
obstacles. Instead of merely enduring them, why not use them to your advantage? 


Port Town A 





ero Drive 





Platform A-Go-Go 


The Stage Builder comes equipped 
with platforms that move horizon- 
tally, vertically, and others that can 
disappear. Keep this in mind and 
use it to your advantage. When play- 
ing against friends, knowing where 
platforms are can give you a much- 
needed edge over your opponents. 


Us 


Final Destination 






% 


Leave it to Gravity 


One of the greatest features of the 
Stage Builder is one that’s built right 
into it: gravity. Try creating levels 
that make extensive use of this basic 
physics concept. Brawlers fighting 
on an inclined plane will have a diffi- 
cult time taking the high ground, and 
even when they do, the top edge still 
holds danger: reckless fighters can 
easily drop out of the arena. 








At first, this level from the Legend of Zelda series 
looks devoid of danger. The difficulty is that the 
bridge randomly collapses, sending Brawlers to 
their doom. When fighting on this level, watch for 
the formation of cracks and head for the edge. If 
you're fighting with a teammate, try to trap op- 
ponents in the middle of the bridge by blocking 
both exits. 


The F-Zero stage is infamous for its difficulty 
because it zooms along a race track at lightning 
speed. One wrong jump and the Brawlers get left 
behind. Stay in the middle of the platform and 
watch for alerts that the stage will begin moving 
again. Rather than using brute force tactics, let the 
other Brawlers do themselves in and focus on at- 
tacks that are low to the ground. 


This classic Brawl stage is one of the most difficult 
in the game due to the size of the platform. There’s 
just not much space for Brawling, forcing players 
to be on their best game. The best strategy here is 
to use power moves and hammer opponents off 
the screen. Keep to the middle of the platform and 
try to keep your Brawler close to the ground. Too 
much jumping can spell disaster. 





Rumble Falls 
This stage is always on the move, forcing Brawl- 
ers to climb higher and higher. The real mess in 
this level is that there are switches that open trap 
doors and switch the direction of platforms. To 
stay alive on Rumble Falls, always stay towards 
the top of the screen. Keep moving ahead of the 
pack. Once your foes start to catch up, hit the 
switches to knock them back down. 





= = ‘ ‘ 
<i e 
os anh tas Can — 


Mushroomy Kingdom 
Like Rumble Falls, this stage is constantly mov- 
ing. And like Rumble Falls, you need to stay ahead 
of the pack. There are many obstacles in the way 
and cheap deaths a-plenty due to the tight spaces 
and bottomless pits. Keep towards the right side 
of the screen and try to trap other brawlers be- 


tween piles of brick. CONTINUED > 
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Maximize Your Brawl 


The Final Smashes are ultra-powerful moves that, in ideal circumstances, can knock out your opponent in a single blow. To ini- 
tiate a Final Smash, collect the Smash Ball by striking it a few times, and then activate it once your character is charged with its 
power. Make sure your enemies are within range so you can get the most out of your Final Smash. 


Mario Finale 


Fire is this plumber’s best friend. After initiating 
the Final Smash, Mario turns into a living con- 
ductor of flames. After he completely builds up 
his charge, a giant explosion of fire will obliterate 
anything that’s on the screen. This Smash is one 
for the record books! 


Snake’s Grenade 
Launcher 


Solid Snake has the most destructive Final 
Smash in the game. First, he calls in a chopper 
for an impromptu airlift. Armed with a grenade 
launcher, Snake then descends from a ladder and 
annihilates the competition. There’s no place to 
hide from Snake’s Final Smash. 


Samus’s Zero Laser 


Samus’ Final Smash is a super-charged ball of =~ 
light. After powering up, she discharges a giant fre 


blast from her arm cannon that wipes out any- 

thing in front of it. Your enemies won't have an 
easy time running out of the way when you've 

got one of these ready to go. 


Ike’s Great Aether 


Ike launches into the sky and charges his steel 
blade, then swoops down on his opponent and 
attacks with all his might. No Brawler stands a 
chance against this deadly hurricane of ferocious 
sword swipes. 


Pa e 9 

Pokemon Trainer’s 
e e e 

Triple Finish 
For this Final Smash, the Pokémon Trainer 
calls on all three of his Pokémon at once. Char- 
zard, Bulbasaur, and Squirtle come out of their 
Pokéballs and wail on the competition with fire, 
water, and earth attacks. Definitely one of the 
most spectacular Smashes to behold. 
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Fox’s Landmaster 


In Fox's overwhelmingly powerful Final Smash, 
he summons a huge tank that can be used to re- 
peatedly nail opponents with its massive blast of 
energy. “D-d-d-damage!” 


Giga Bowser 


Already a Brawler of monstrous proportions, 
Bowser nearly quadruples in size once his Final 
Smash is activated. After his massive growth 
spurt, he'll launch into a spin attack taking out ev- 
eryone and everything on the field. 


Ice Climber’s Iceberg 


This tiny duo may look timid and cute, but their 
unblockable Final Smash is inarguably among the 
most lethal attacks in Brawl. The pair leverages 
their knack for ice by summoning a gargantuan 
glacier to wipe out everyone in its way. 


Super Sonic 


This is one of the harder Smashes to control, but 
once you master it'll, you'll accept no substitutes. 
Harnessing the power of the Chaos Emeralds, 
Sonic transforms into Super Sonic and shreds 
through enemies with blinding speed. Guide the 
golden hedgehog into other Brawlers and send 
their hit ratio through the roof. 


Diddy’s Rocketbarrel 
Barrage 


The tiny monkey has one of wildest Final Smashes 
in the game. After hitting the Smash Ball, Diddy 


' q straps on his jetpack, pulls out his peanut gun and 


zips around the screen raining peanuts down on 
every fighter. His movements are fast and erratic, 
making it tough for Brawlers to take cover. 
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Unlocking all 14 hidden characters is not as easy as it seems. The key to unlocking these characters with 
the least amount of effort is to rack up your Vs. Mode Brawl matches. 


Ness 


Ness may not be the more popu- 


lar character in the gaming uni- : 


verse, but when it comes to Smash 
Bros. he’s infamous. Coming from 


Luigi 


: No Mario Bros. game is complete 


without Mario’s brother. With his 
green missile and cyclone attack, 


: Luigi bears little resemblance to his : 
the Mother and EarthBound games, : 


iconic brother. How to unlock: Com- 


Lucario 


Solid Snake 


One of the most difficult Pokémon to : 
acquire in the game, Lucario’s teleki- : 
: from—gasp!—the PlayStation and 


netic powers make him a formidable 


foe, no matter what game he’s fight- : 
ing in. How to unlock: Complete 100 : 


VS. matches. 


The most eagerly anticipated new- 
comer in the Brawl lineup hails 


PS2. Snake is a well-rounded oppo- 
nent equipped with the most deadly 


: Final Smash in the game. How to un- 
lock: Complete 130 VS. matches. 


Ness is speedy fighter who can sum- : plete 22 VS. matches. 
mon fire from the sky. Howto unlock: : 
Complete five VS. matches. 
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* Captain Falcon 


The Captain is an well-balanced fighter who 
moves quickly and wields a projectile weapon. A 
veteran to the Smash Bros. series, he’s one of the 
more deadly Brawlers. How to unlock: Complete 
70 VS. matches. 


‘Falco 


The surly pilot from the Star Fox series returns 
and brings with him an epic Final Smash and a bag 
: full of power moves. How to unlock: Complete 50 
VS. matches. 


Hailing from the Fire Emblem series, Marth joins : 
the Brawl roster bringing intense sword swing- 
ing action. He’s a powerful opponent with enough 
speed to keep up with the shiftiest opponents. : 
How to unlock: Complete 10 VS. matches. 







revare12*stages in Classic Mode, and you shouldn't have any problems beating them...until 
you face this boss. The key to winning this fight is Knowing. when to evade and when to strike! 





The Pile Driver The Grab 


The Slap 


When the hand points its fingers up and begin to 
spin, take note: it’s about to execute a powerful 
pile driver. As the hand spins off the screen, dou- 
ble jump (tap Up twice) and follow up with an air- 
borne special move. This will effectively dodge 
the attack and should batter the hand a few times 
in the process, though not all characters have air- 
borne specials. 


This is a tricky attack to spot. When the hand starts 
to recoil and pull Toward the edge of the screen, 
it’s preparing to grab you. Wait until the last pos- 
sible moment, and just when the hand is about to 
grab you, run in the opposite direction. 
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When the hand begins to rise with its palm facing 
down, it’s about to slap you. Treat this attack like 
you treated the pile driver; wait until the last pos- 
sible moment and jump above it. 


Ganondorf 


Marking his second appearance in a Smash Bros. 
game, Ganondorf is one of the bigger Brawlers on 
the roster. His dark background and giant hammer 
make him a good choice to fill out any Brawl team. 
How to unlock: Complete 200 VS. matches. 





e 
Jigglypuff 
This fan favorite has been in every Smash Bros. 
game to date. With his charismatic singing and ad- 
diction to drawing on peoples faces with markers, 
Jigglypuff is cute but incredibly deadly, especially 
with his pound and sing combo. How to unlock: 
Complete 350 VS. matches. 


Toon Link 


Though it may seem like Toon Link is merely a 
cell-shaded version of his more realistic counter- 
part, Brawling with him proves he’s a completely 
unique character. How to unlock: Complete 400 
VS. matches. 


R.O.B. 


Though this tiny robot was one of 
the lamest NES peripherals, he’s 
one of the most powerful newcom- 
ers in Brawl. R.O.B. packs a pow- 
erful punch with his lasers, and 
his Gyromite move can pin any 
Brawler. How to unlock: Complete 
160 VS. matches. 
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Laser Fingers 


Mr. Game & Watch 


This evasive Brawler is one of the 
more difficult to unlock, but is one 
of the most rewarding to play. With 
special moves like Chef, Judgment, 
and Oil Panic, Mr. Game & Watch is 
one to watch out for. How to unlock: 
Complete 250 VS. matches. 





Finger of Doom 


Sonic 


Appropriately, Sonic is the fastest 
Brawler in the game. At first, he’s 
hard to control. But once mastered, 
no opponent stands achance against 
his Spin Dash. How to unlock: Com- 
plete 300 VS. matches. 


Wolf 


This is the hardest character to un- 
lock in Brawl. He originally appeared 
in Star Fox as a villain working for 
Andross. How to unlock: Complete 
450 VS. matches. 


This is one of the easier attacks to avoid, but if you 
get caught by the laser web, you'll absorb enor- 
mous damage. To avoid the laser beams, position 
your character at the right edge of the screen. In 
fact, the right edge of the screen is one of the saf- 
est positions in this boss battle. 


When the finger points like a gun, hold the Block 
button! The laser that emits from the finger in- 
flicts enormous damage, but ends quickly. Re- 
sume attacking! 
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GAME OF THE MONTH 


SUPER SMASH BROS. BRAWL 


Like young children anxiously waiting for Christmas morning, gamers 
have been holding their collective breath for the release of Super Smash 
Bros. Brawl. The anticipation began building from the very moment the 
game was Officially announced and increased tenfold with every small 
scrap of information that was released. 

But the hopes of wannabe Brawlers were dashed when the game was 
suddenly delayed. What could gamers do but interpret this as a sign that 
SSBB’s development was in trouble? The question, then, became simple: 
would Brawl live up to our expectations when it was finally released? 

After spending some quality time with our review copy of the game, 
we're happy to report that the answer is a definitive and resounding 
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yes. Super Smash Bros. Brawl is everything you wanted it to be...and 
more. It combines a sublime fighting experience with a ton of awesome 
content. It’s an amazing triumph of game design and it gives Nintendo 
yet another crown jewel to add to its already impressive collection. 
Whether you play alone against the computer, with a group of friends, 
or against other gamers online, Brawl offers up an unparalleled gaming 
experience that no Wii owner should miss. 

So turn the page and read reviewer Todd Melick’s in-depth review 
of Super Smash Bros. Brawl and see why Nintendo’s latest master- 
piece just might be the best Wii game yet. 


GAME REVIEWS: 
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Frontlines: Fuel of War (Xbox 360) 


GAMEPRO - 
Think it’s all fun and games here at GamePro? No—we get to 
test out some awesome hardware too. This month, we test 
out the Razer Mako, a THX-certifed 2.1 speaker system that is 
eltrcle-lanect-temcom Colum ell minliiomClileMelllm-t-lce laity 

| RAZER MAKO 2.1 SPEAKER SYSTEM 


With a slick and attractive design, the Mako 
looks great, but it’s audio performance is where 
it really shines. Its downfiring satellites and hefty 
subwoofer combine for 300-watts of room-shak- 
ing power. We threw a bevy of games, movies, 
and music at it and it handled it all like Andre 
the Giant taking on a pack of five-year-olds. We 
also loved that the system accepts RCA inputs, 
} " which means you can, and should, hook it up to 
your home entertainment system. Your game 
consoles, DVD player, and CD system will gladly 





thank you for it. 
The only grumbles we had were with the 
> expensive price and the speaker wires, which 
a: were thick and hard to manage; the touch sen- 
é | —_—_—_———>>————————————————————EEE= Tamed it ace] mM elele Mw: om i @olliat-MilatMili (Han 
“4 


People tend to overuse the word “best” whende- Oh, and because it’s a 2.1 system, you won't get 
scribing things. We’re guilty of ittoo but wereally a true surround sound experience but those are 
hope you will believe us when we tell youthatthe _ tiny little flaws on what is otherwise an incredi- 
Razer Mako speaker system is the best set of 2.1 ble sound system. If you're in the market for a set 
speakers we have ever tested. That’s not just hy- of gaming speakers, you owe it to yourself to put 
reX=4g oe) (<M o-Le)o) (“ME MM aL de the Mako right at the top of your shopping list. 


OS: Amazing audio performance combined with an attractive design. 
: It’s not cheap ($400) by any means; speaker wires can be unruly; control pod can be fickle. 
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Fun Factor: 475 





GAMEPRO’S RATING SCALE 


Behind the numbers: 


The best of the best. If you don’t own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


Highly enjoyable, but falls short of true greatness. 
e — e The Fight Nights and Tony Hawks of the world. 
Approach with caution—try before you buy. Enter the Matrix 
e Lad e and the Dynasty Warriors games fall squarely in this category. 
Should come with a sticker: “Warning, contains poisonous 
e i's amounts of suckage.” Remember Backyard Wrestling? Games that score 
are awarded our coveted 
Editors’ Choice Award. 





An absolute insult to humanity. 
e mm Je Kill it with fire and holy water. 


REVIE 


SUPER SMASH BROS. BRAWL : 


Everything a gamer could hope for...and more. 


a te 





here are few games that are as loved by 

gamers as Super Smash Bros. and for good 

reason: the series boasts simple yet addic- 
tive gameplay, fluid controls, and an unparalleled 
amount of unlockable content. The newest en- 
try in the vaunted franchise, Super Smash Bros. 
Brawl, retains all the elements that made the first 
two titles such classics and expands upon the es- 
tablished formula in every imaginable way. 








FULL HOUSE 

The roster of fighters has always been one of the 
greatest strengths of the Smash series, and Brawl 
ups the ante with the biggest and most well- 
balanced roster to date. Solid Snake is perhaps 
the most anticipated newcomer, and fans will not 


be disappointed with his performance. Snake is a 
well balanced fighter who can stand his ground 
both in distances (though the use of his remote 
controlled missile), and short-range battles (due 
to the speed of his standard attacks). 

Fortunately, Nintendo put the same measure 
of refinement into every other character as well. 
From returning veterans like Mario to newcom- 
ers like Sonic, every fighter feels balanced—both 
in their fighting moves and how they control. 
Returning characters have also gotten a tune- 
up, which gives them a new sense of life. On the 
down side, there are several characters on the 
roster that felt like clones of each other. The simi- 
larities between Fox McCloud and Falco, for in- 
stance, are so great | had a hard time telling them 
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apart. However, the roster is varied enough that it 
isn’t that big of a deal. 


THE More THE MERRIER 
The other big attraction present in Brawl is the 
sheer amount of unlockable content that you can 
uncover, and—best of all—every item you unlock 
actually adds to the overall gameplay experience. 
The majority of this content comes in the form of 
assist trophies, Pokéballs, weapons, and items. 
The assist trophies—items that call support 
characters into battlhe—add a nice element of 
strategy and it also gives the sense that the ros- 
ter of characters is far bigger than it really is. Even 
though you don’t have direct control of them, hav- 
ing Little Mac or a fleet of 8-bit motorcycles from 
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Excite Bike rush out to your aid is a neat twist that 
adds a lot to the battle. The nostalgia factor for old 
school gamers will also be high as the assist tro- 
phies make many references that they'll be sure 
to recognize. 

Of course, the most powerful item in Brawl 
comes in the shape of a Smash Ball. This Uber- 
powerup appears randomly and once collected, 
it allows you to initiate your character’s Final 
Smash; depending on who you're playing as, it'll 
usually result in a one-hit knock-out. Collecting a 
Smash Ball is not as easy as it sounds, however: 
to obtain one, players must hit the tiny ball as it 
floats around the screen several times. When four 
Brawlers are all chasing after a Smash Ball, the 
chaos and competition that erupts are both exhila- 
rating and hilarious. 


So MANny Ways To PLAY 
Gameplay wise, Brawl manages to avoid feeling 
repetitive and stale thanks to its multiple game 





modes, all of which bring something unique to the 
playing field. Classic mode and multi-player re- 
turn, and you can customize your battles; you can 
tweak things like which items are available to how 
fast your characters move. Adventure mode also 
makes a return, but is longer and more dynamic 
than before—playing though the story mode al- 
most feels like playing through an action/ platform 
game. Of course, the big incentive to play through 
all of Brawl’s modes lies in the unlockable content 
but thankfully, the included game modes offer up 
unique experiences that are fun to play through 
even on their own. 

Outside of the main game modes, there are an 
amazing amount of options and extra content that 
add more depth and player choice. And of course, 
there is the level editor which allows players to 
create their own custom stages. At the beginning 
of the game only a few basic building blocks are 
available but as you progress, you unlock more 
pieces. Though it’s a nice addition and a welcome 
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diversion from fighting, the editor is just not ro- 
bust enough to spend too much time with. | had 
more fun pausing the game during Brawls and 
positioning an in-game camera to take snapshots 
no one else will see. Hopefully, once the game re- 
leases, intrepid users will find ways to maximize 
the editor's potential. 


A BALANCING ACT 

From apresentation standpoint, Brawl looks amaz- 
ing. When | played past SSB games, | often found 
my head spinning because of the sheer amount 
of action taking place on the screen. Brawl didn’t 
feel that way—at least in part—because it runs in 
480p. All of the action and animations are smooth 
and it’s easy to follow the mayhem. 

Controlling fighters on screen is easy and fol- 
lows the same control set up of past SSB games. 
Players can choose to use any controller that’s 
compatible with the Wii, whether it’s the Wii Re- 
mote, the Classic Controller, or the Nunchuck. All 
of these work well, but ultimately don’t offer the 
quickest response time. Hardcore players will 
want to dust off their GameCube controllers, not 
just because it feels familiar, but because it works 
the best. 

From the fighting mechanics to roster of play- 
ers, Brawlis a well-rounded game that! just couldn’t 
put down. The only downside to Brawl is it doesn’t 
do anything to reinvent the series. It takes ele- 
ments of past SSB games and refines them, which 
is great, but players expecting an entirely new ex- 
perience won't find it here. Still, it’s a well-rounded 
game that doesn’t disappoint and is a must-buy ti- 
tle for every Wii owner.—Todd Melick 


FUN FACTOR 


nX 
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tons of unlockable content. 


PROS: No major new changes to the Super 
Smash Bros. franchise. 
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EVIEWS 


Occasionally the view splits into multiple viewpoints 


so you never miss a moment of angst. 


LosT ODYSSEY 


The heart may be strong, but it needs a solid mind to guide it. 


Xbox 360 | 


hen you’re saddling up to sink over 

50 hours into an RPG, you need an 

epic story that will sustain your 
interest over the long haul. Unfortunately, 
an affecting collection of anecdotes isn’t 
enough on its own to elevate any game from 
merely worthwhile to truly memorable, not 
even one with high production values and a 
pedigree as storied as Lost Odyssey’s. 


ll aN 


More powerful enemies often have separate 
parts to target. Choose wisely. 


STILL WATERS RUN DEEP 

Lost Odyssey’s main protagonist, Kaim, is an 
Uhran Lieutenant, sideburns enthusiast, and part- 
time mercenary; he also happens to be an immor- 
tal who has lived over 1000 years—he just doesn’t 
remember any of it. As mercenaries tend to do, 
Kaim gets himself embroiled in a war, but the grief 
of losing many friends, wives, and children over 
the years has worn him down so that his person- 


ality is equal parts habitual honor and enigmatic 
stoicism, even in the face of a cataclysmic event 
like a lava-spewing meteor dropping down on his 
head on the battlefield. 

But while Kaim isn’t particularly demonstrative, 
Lost Odyssey’s storytelling methods are the com- 
plete opposite: From the sobbing children at a fu- 
neral and the predictable reunions with old friends, 
the game’s narrative makes overt attempts to tug 
on your heart-strings. Whether you find it moving 
and profound or cloying and cornball depends on 
how open you are to the miniature fables that punc- 
tuate the larger narrative. The main thread lacks 
high-stakes urgency and a villain worth giving a 
damn about, but these diversions make up the dif- 
ference in prefabricated poignancy. 


SURFACE TENSION 

Of course, amplified efforts to stir up emotions are 
part of the RPG tradition. But where Lost Odyssey 
falters is in the actual gameplay, which doesn’t 
inspire the same sort of reaction that the story 
at least aspires to. The linear environments that 
you'll explore, from the verdant Ipsilon Mountains 
to the haunted red ground of the Crimson Forest, 
are sometimes breathtaking in their beauty and 
detail, but simple box-moving and guard-evading 
puzzles seem designed more to annoy than to en- 
gage; you'll also spend a lot of time poking around 
in pots, behind posters, and in other people’s ward- 
robes for hidden goodies such as gold, items, and 





Battles are filled with cool special effects, like 
this shadowy figure’s star-burst pimp-slap. 


Navigation 
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miscellaneous functional 
trinkets. Breaking up the 
tedium of the item hunt- 
ing, however, are the 24 
different hidden treasures 
introduced a dozen or so 
hours in which manage to 
turn one-note towns into 
places worth investigat- 
ing for otherwise unavail- 
able equipment caches. 

Regrettably, explor- 
ing all that scenic beauty 
is sullied by constant ran- 
dom encounters that re- 
quire you to sit through 
at least 10 full seconds of run-up before you're al- 
lowed to battle. What seems like a minor irritation 
early in the game grows into a constant nagging 
nuisance that'll make you dread unnecessary steps, 
and the constant loading screens between even 
small areas are almost as aggravating. The game 
also features an intriguing skill system that offers 
up a refreshing sense of flexibility but it’s all for 
naught as you realize that the periodic boss battles 
are challenging not because of particularly cunning 
design or strategic insight but because you didn’t 
equip the correct skills ahead of time. How you are 
supposed to know which skills will come in handy 
before you go into battle is beyond me. 








RINGS OF POWER 

Once you've been accosted by whatever ca- 
bal of beasts wants a piece of you, actions are 
bound to an instantly familiar collection of turn- 
based combat options, except for the real-time 
ability to release the right trigger to coincide 
with the payoff of your melee strikes. You can 
collect and combine monster parts to create a 
huge list of rings that define the effects of your 
good timing, but the results are as restrained 
as Kaim’s mood. Similarly, it’s hard to get ex- 
cited about a simple damage mitigating re- 
vamp of the same old formation system, magic 
spells that provide a break from the same end- 





lessly repeated charge-and-slash sequence, 
and opponents rendered in exquisite effects- 
laden detail, when nagging balance problems 
crop up everywhere. You'll know when you're 
almost done with an area because the experi- 
ence you earn from each overly long rumble 
suddenly falls off a cliff, from huge payouts to 
a trickle in the space of a few battles, even as 
you continue to take ludicrous damage from all 
manner of scrubs no matter what you do. 

This is symptomatic of the number one 
problem crippling the game: pacing. Lost Od- 
yssey can’t figure out if it wants to be a mildly 
interactive film, a collection of short stories, or 
a tradition-bound console RPG, and it doesn’t 
mix the three with any skill or clarity. Some- 
times you'll unlock three short stories in the 
space of a few screens of real estate, or sit 
through half an hour of tedious exposition or 
more before finally getting to actually play 
again. A few odd design decisions underscore 
this lack of balance and momentum, like the 
fact that save points don’t restore your health 
and mana unless you manually quit and reload 
your game, which you will often do, unless you 
enjoy grinding endlessly for the gold required 
to buy huge numbers of support potions. 


FILL IN THE BLANKS 

Ultimately, whether or not Lost Odyssey is 
worth your time and money comes down to 
how absorbed in the broad strokes of this world 
you'll let your own imagination become, and 
whether you're willing to make the emotional 
investment asked of you. Ordinary suspension 
of disbelief simply won't cut it in the face of 
such overt melodrama and strained gameplay, 
especially when the optional moments that lie 
outside of the plodding main narrative deliver 
the lion’s share of impact with words in place 
of pyrotechnics. Enjoying this epic takes actual 
work, and that’s bound to turn many otherwise 
devoted fans of the genre off. 

If you find yourself bristling any time a game 
casts you in the role of passive observer for ex- 
tended periods of time, and yearn for an adven- 
ture that gives you rich freedom and control, you'll 
be sorely disappointed by the broad but shallow 
possibilities in Lost Odyssey. On the other hand, if 
you're willing to throw yourself into Kaim’s world, 
sponging up every last detail of his past, present, 
and future, you'll come away with some haunting 
memories as well as the sensation that you just 
experienced something that was as satisfying as 
it was frustrating.—Cameron Lewis 


Get the link to Lost Odyssey 
Grey screens and news sent to your 
e-mail. Text DMGD to 59479 


Only standard text messaging rates apply 


PROS: Beautiful environments; moving vignettes 
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CONS: Shallow and repetitive combat; poor 
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Kratos takes a quiet moment to contemplate the meaning ; 
of life...just kidding. He’s just taking a breather before he al 


Beaten eased CHOICE 
GOD OF WAR: 


CHAINS OF OLYMPUS 


It's exactly like God of War II, which is a good thing all around. 


ven though it’s akin to sticking a stick into year it gets released). | formed this opinion the 

a hornet’s nest, I’m going to make a pretty minute God of War Ill was confirmed for the PS3 

bold statement here: the God of War fran- and it was recently bolstered by Chains of Olym- 
chise is the most important franchise in Sony’s pus, a fantastic prequel that does a bang up job 
arsenal. Sure, Metal Gear and Grand Theft Auto of fleshing out the Kratos mythos. Even thoughiitzy 
are both important pieces to the potential suc- appears on the handheld PSP, it’s just as epic ase 
cess of the PS3 but God of War Ill has the potential the big console versions and it’s a great teaser of 
to be the defining PS3 title of 2008 (or whichever what's to come. - 
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ONCE UPON A TIME 
Making a prequel is usually a dicey proposi- 
tion—heck, even well-established storytellers 
like George Lucas struggle with them—so | was 
a little worried when | first booted up Chains of 
Olympus and saw the logo for a company that | 
had never heard of. Did Sony really pick some 
no name upstart to do a God of War? | decided 
to do a little digging and all of my fears were 
quickly dispelled: developer Ready At Dawn is 
comprised of former Naughty Dog and Blizzard 
employees and are also working on the Wii port 
of Capcom’s Okami as well. That’s a fairly im- 
pressive pedigree and if companies like Sony 
and Capcom are willing to hand the keys to two 
critically acclaimed franchises over to these 
guys then they must know what they’re doing. 
As the old saying goes, the proof is in the 
pudding, and from the very get-go, Chains of 
Olympus lives up to the high bar set by its two 
big console siblings. Taking place before the 
events of the first God of War, Chains follows 
Kratos as he sets out on his day job, namely do- 
ing the dirty work of the Gods. At this point, the 
trademark bitterness that he displays to Zeus 
and his merry gang hasn'’t yet solidified into the 
all-consuming lump of anger that it was at the 
end of God of War Il; it’s there but it’s still at a 
slow simmer. As the game progresses, Kratos 
gets embroiled ina plot to undo the world and of 
course, it’s up to him to save the day. 





Get A Grip 


| don’t want to spoil any secrets so | won't discuss 
the plot in detail but it follows the classic God of 
War formula. People get in Kratos’s way, he cuts 
them down and moves on without so much as a 
backwards glance. The plot does have some genu- 
inely poignant moments, however, including one 
where Kratos has to make a very tough choice. 
Even though the outcome is obvious, it adds a nice 
layer of texture to Kratos’s personality. 

The developers also did a great job with the con- 
trols: the lack of a second analog stick could have 
been problematic but it’s not. The basics are still in 
place and felt immediately familiar. You move with 
the analog stick and jump with the x button; light 
attacks are mapped to UO, heavy attacks to A, and 
you grab with the O button. You block by holding 
down the Left shoulder button; this also unleashes 
special attacks that you gain as you level up your 
weapons. The Right shoulder button is used to ac- 
tivate your magic, such as the Light of Dawn (along 
distance weapon) and the Ifreet (a short-range area 
of effect fire magic). 

Now here's where it gets interesting: in order 
to dodge, you have to hold down both shoulder 
buttons and flick the analog stick in the direction 
you want to go. It might sound like a complicated 
mess on paper but trust me, the control scheme 
works with nary a hitch. | didn’t miss the second 
analog stick at all, which is something | don't of- 
ten say about PSP games. 


OLD SCHOOL 

Gameplay-wise, nothing much has changed ei- 
ther. You still run around and beat the beejezus 
out of enemies and then meet up with the occa- 
sional boss fight. You collect red orbs to power 
up your weapons and abilities and collect Phoe- 
nix feathers and Gorgon eyeballs to increase your 
magic and health, respectively. The same annoy- 
ing box puzzles are still present but there aren’t as 
many as before; you also aren’t subjected to that 
lame tightrope dance much either, which is a good 
thing all around. 

Of course, you still do a fair share of running 
around and backtracking as you unlock one doo- 
hickey which lets you unlock another gizmo which 
finally lets you open that damn door that’s been 
blocking your progress; the game is also brutally 
linear: you’re constantly running from point A to 
point B, stopping to administer the occasional 
beat-down. | also noticed that the enemies weren't 
as varied as before, probably due to the limita- 
tions of the PSP hardware; this also means that 
there aren't as many neat-o fatality animations ei- 
ther. And the smaller screen cuts into some of the 
game’s graphical prowess, which is still impres- 
sive for a PSP game. We also hooked up a Slim to 
an HDTV and on the big screen, Chains of Olym- 
pus is probably a notch below God of War Il, which 
is pretty amazing when you think about it. 


SCALING MouNT OLYMPUS 

If | had to place Chains of Olympus in the pantheon 
of titles released so far, I'd place it third behind 
God of War II and the original but only because 
the first two titles were so amazing. While | want 
nothing more than to continue on with Kratos’ 
journey towards the top of Mount Olympus and 
his final battle with Zeus, | was more than happy to 
take a short detour along the way and spend time 
with what | consider to be the best PSP title I’ve 
ever played. | suggest you do the same. Chains 
of Olympus is a worthy addition to the franchise. 
—Tae K. Kim 
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Get the link to God of War: CoL 
screens and news sent to your — 
e-mail. Text M2SZ to 59479 


Only standard text messaging rates apply 


N FACTOR 


PROS: It retains all of the epic awesomeness of 
the first two God of War titles; controls are tight. 


CONS: Enemy variety isn’t great; feels a little 
narrower in scope; box puzzles are still present. 
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hile serving your country is a noble 
cause, sometimes, you just have to 
get paid and when it comes to war, the 


real money’s in signing on with a private security 
firm whose mercenaries answer only to the high- 
est bidder. Welcome, troops, to the world of Army 
of Two. 








TEAM Merc: WORLD POLICE 
Rios and Salem are two slabs of former Army 
Ranger beef who leap between heavy fire hot- 
spots like Afghanistan, Somalia, and Iraq as em- 
ployees of a mercenaries-for-hire outfit. Each 
of the six protracted missions included in the 
game are comprised of a long string of objectives 
guarded by hordes of troublemakers, soldiers, 
and would-be martyrs who behave with admira- 
ble intelligence. Your Al foes will push, flank, and 
retreat dynamically, depending on your behavior 
and battlefield conditions. There’s also an Aggro- 
meter that offers up intriguing strategic options: 
one member of your two-man team can draw the 
attention of the enemies by being more aggres- 
sive, letting his partner maneuver around unno- 
ticed. Telling your partner to hold position and fire 
aggressively while you sneak around the enemy is 
a key strategy and really highlights just how vital 
teamwork is to the game. 

Though the plot is predictable and laden with 
pointless profanity, a few elements successfully 
set Army of Two apart from similar recent at- 
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ARMY OF TWO 


It's not like you can watch your own back, Rambo. 








A 


@ Developer: EA Montreal @ Publisher: EA Games 





tempts at two-man teamwork. Tear off a car door 
and creep forward behind it while your buddy 
lets loose; go back-to-back and lay enemies to 
waste in staged slo-mo sequences; boost each 
other over obstacles; and pick off goons from the 
sky while your partner controls a parachute de- 
scent. It’s an exciting mix of elements, even if the 
different pieces don’t always fit snugly together, 
and it works remarkably well right up until you’re 
gunned down and left waiting for your partner's 
assistance. At this point, the poor jerk’s brain 
turns to mush, and you'll often find yourself back 
at the last checkpoint quicker than you can say 
“bullet sponge.” 


DOUBLE YOUR FUN 

Add a human partner to the mix, though, and 
the enjoyment level rockets skyward, both on- 
line and off. The inability to manually switch your 
view from one shoulder to another will aggravate 
some gamers, and there isn’t sufficient feedback 
to know when you're properly attached to cover, 
but working under pressure with a pal to formu- 
late strategies for tough areas is challenging, sat- 
isfying, and addictive. The whole shebang’s also 
eminently replayable, thanks to attractive forking 
level designs filled with cover, occasional simul- 
taneous sniping possibilities, and mid-mission 
opportunities to acquire, upgrade, and equip al- 
most 30 different weapons with your hard-earned 
blood money. 
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Versus mode doesn’t fair nearly as well. Dy- 
namic objectives and two-on-two intimacy offer 
a serviceable gambol through four of the game’s 
environments, and jeeps and tanks missing from 
the main campaign amp up the mayhem, but 
there are only so many times you can spawn right 
on top of the opposing team or take a bullet in the 
face from an out-of-thin-air NPC before you throw 
up your hands in defeat. 


Two Is BETTER THAN ONE 

If you're playing alone, or looking for a compet- 
itive online rampage, Army of Two teeters be- 
tween middling fun and frustration, but if you 
take the time to give the meaty co-op component 
its due you'll find yourself sucked in by one of the 
few gun-obsessed romps worth playing through 
again and again.—Cameron Lewis 


PROS: Excellent co-op; enemy A.I.; aggro man- 
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CONS: Fatally flawed partner A.1.; tricky cover 
system; weak versus mode. 








BULLY: SCHOLARSHIP EDITION 
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It’s not all truancy and prankery: sometimes, you back, 
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ike a high school senior held back a year, 

Bully: Scholarship Edition graduates onto 

Xbox 360 a little late. It may get passing 
marks on gameplay, but issues with the controls 
and presentation keep it off the honor roll. 


THE NEW KID 

Bully plays like a Saved by the Bell episode that's 
been mashed-up with Grand Theft Auto. You're 
cast as new kid Jimmy Hopkins who’s besieged 
by jocks and geeks alike as they attempt to keep 
you at the bottom of Bullsworth Academy’s peck- 
ing order. Between daily classes you take on mis- 
sions that vary from using a slingshot to knock 
out football players during practice to assaulting 
the geeks’ observatory hideout, all in the name of 
upping your status amongst the school’s rabble. 
Of course, you’re also free to wander about the 
Bullsworth campus and adjacent town scouting 
out collectibles and side missions as well. 

It’s all good fun—in fact, it’s far more enjoy- 
able than any real high school experience could 
ever be. The opportunity to stick it the school’s 
bullies and endlessly skip class is a teenage 
dream come true. Added missions, mini-games, 
and a new multiplayer mode help extend the hi- 
jinks, even if they do little to really enhance the 
overall game. 


SCHOOL’S OUT 

Unfortunately, there are some problems. Despite 
improvements to the graphics, which are notice- 
able in spots, the Xbox 360’s superior hardware 








doesn’t provide smoother performance over the 
PS2 version and the high-definition polish applied 
to the textures doesn’t cover up jaunty animations 
and blocky character models. 

Also troubling are the game’scontrols. The Left 
Thumbstick, for instance, moves Jimmy at incon- 
sistent speeds. Sometimes he runs when pressed 
all the way forward and other times he walks. This 
is particularly frustrating when trying to outrun 
a school official only to get caught because the 
game registers your input as walking, not running. 
Flaws like this make you feel as though the game 
is bullying you instead of the other way around. 
It's disappointing really because Bully offers in- 
credibly entertaining gameplay that’s worthwhile, 
but the improvements that should have come with 
the jump to the more powerful Xbox 360 hardware 
just don’t pan out. Maybe a true new-gen sequel 
will get things right and graduate at the top of the 
class.—Tracy Erickson 


¥ 
PROS: Fantastic gameplay; lengthy single-player 
mode; hilarious situations. 


OUT OF 5.00 
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CONS: Underwhelming overall presentation; 
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sharing it with 49 other players at the same time. 
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FRONTLINES: FUEL OF WAR 


A massive multiplayer shooter experience comes to the Xbox 360. 


EShe:T 


rontlines: Fuel of War is predicated on an in- 
FE teresting and rather plausible scenario: in 

the near future, a shortage of fuel propels 
the world’s superpowers into a global conflict. 
But while the game’s story line is focused on a far- 
reaching conflict, Frontlines ultimately succeeds 
because of all the attention that the developers 
paid to the small stuff. 


FUEL For THE (GUN) FirRE 
Almost everything in Frontlines, from the average 
single-player to the decadent multiplayer hinges on 
the same basic concept: advancing your “frontline” 
and capturing territory. In the single-player mode, 
this requires you to capture towers, refineries, and 
other objectives; doing so expands your sphere of 
influence. It’s the same deal for multiplayer but you 
do battle over eight maps that range in size from 
tight and cramped levels like Street to absurdly 
massive battle zones like Solar Farm; the latter is 
so big that there are playable fighter jets. 
Graphically, the game looks decent enough 
running on the advanced Unreal Engine but there 


isn’t any consistency to the visuals. Some of the 
environments are bland, while others are seri- 
ously dense and superbly realized. Overall, it 
won't raise the bar for Xbox 360 games but it gets 
the job done. 


BIGGER Is BETTER 
Of course, the game’s main selling point lies in 
the massive multiplayer team battles. Frontlines 
allows for insane 50-player matches and after tak- 
ing part in some 25-on-25 action, I’m convinced 
that it can work. Best of all, there was barely any 
lag. On the big maps there are a ton of available 
vehicles such as tanks, jeeps, and helicopters 
that really let you cover a lot of ground in a short 
amount of time; one map even features a “party 
bus,” which is basically an armored school bus 
with a mounted turret. 

Similar to the class system of Call of Duty 
4, you pick one of six weapon loadouts and 
one of four roles before you hit the battle- 
field. It’s a really effective system and it trans- 
lates well to the online space. And really, that’s 


# Developer: Kaos Studios & Publisher: THO 


all there is to say about Frontlines. It isn’t the 
best shooter out there, but the team at Kaos 
obviously put a lot of thought into the role system 
and the balancing of the game’s sole game-type. | 
do hope they offer new maps and modes soon, as 
gamers may quickly grow bored. For the time be- 
ing, the large-scale multiplayer battles should be 
more than enough to keep a lot of trigger-happy 
gamers battling on the frontlines.—Casey Lynch 


OUT OF 5.00 | ws 


PROS: The biggest shooter on the Xbox 360 to 
date; weapon loadouts and role system kicks ass. 
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open-world, non-linear shooter as advertised. 








CONFLICT: DENIED OPS 


Xbox 360 FF 
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have to switch to the directional pad to do it. 


ome wars demand an entire army of troops 

and hardware but other conflicts require 

something a bit more low-key, like using 
highly trained assets to do tremendous damage 
with a veneer of deniability and quiet unrecog- 
nized pride. Conflict: Denied Ops centers on such 
shadowy operatives but it’s not the thrilling game 
of cat and mouse that it could have been. 


MARRIAGE OF CONVENIENCE 

Instead of the usual lone wolf jack-of-all-trades, 
Conflict: Denied Ops features a pair of specialists 
who divide combat duties. While interesting, the 
protagonists are merely infantile variations on the 
pseudo-macho knuckle-dragging action hero cli- 
che. Thankfully, the controls that dictate the move- 
ments of the generic pair are reliable enough. At 
any momenta quick tap of the B button sends your 
viewpoint hurtling between jarheads, and you can 
easily direct your partner to aim at a particular en- 
emy, plant explosives, restock at a supply cache, 
or flip a switch just by placing your reticule over 
the target and tapping the left trigger. If you suc- 
cumb to grievous bodily harm, the same system 
lets you demand medical treatment, or swap out 
to the healthier thug and play doctor manually. 


RIDING THE RAILS 

The basic gameplay mechanics hold some prom- 
ise, and Conflict: Denied Ops could’ve survived its 
skeletal story and trite tone if its environments of- 
fered substantive tactical variety instead of merely 
differing scenery. For what it’s worth, the de- 
molition possibilities in each environment 
are certainly above average, 
but they do fall well short 
on of the box’s claims that 
| you can “destroy almost 

f anything.” 
The great disappoint- 
ment is that the crowds 


of spawning enemies don’t act with any particular 
intelligence, yet they always know exactly where 
you are; their weapons also dole out much more 
damage than whatever you're packing. They cer- 
tainly won't win any medals for their battle skills. 
Inviting a friend to play with you offers some 
fun, but the game’s ten missions make up for the 
lack of enemy smarts with sheer numbers and a 
laughable resistance to bullets. Objective arrows 
guarantee that you never get stuck but they also 
underscore just how painfully linear each level is. 


MOoTION DENIED 

In the end, Conflict: Denied Ops’ partnership me- 
chanics, solid physics-based mayhem and pretty 
explosions just aren’t enough to make this title 
worth your time and money, let alone your sweat 
and tears. Hopefully, someone will take the con- 
cepts that Conflict gets right and crafts a better 
game around them.—Cameron Lewis 


_OUT OF 5.00 | ’ oe 
PROS: Co- -op ig h handled admirably; destructible 
levels; cool explosions; ability to save anywhere. 


CONS: Weak level design; rotten A.I.; laughable 
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THE WORLD ENDs WITH You 





Square Enix 








et in the trendy Shibuya district of Tokyo, 
S Square Enix’s newest DS game, The World 

Ends With You, is as frenetic and fast-paced 
as the city that it’s set in. But don’t let the break- 
neck pace of the game fool you: World Ends is a 
worthy addition to Square Enix’s impressive port- 
folio of titles and it has enough to please even die- 
hard traditionalists. 
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ADHD To THE MAx 


In World Ends, you play as Neku, a typical ang- 
sty teen who wakes up in the middle of a crowded 
Shibuya intersection with nothing but a few pin 
badges in his pocket and the ability to hear other 
people’s thoughts. Before Neku can get his bear- 
ings, he finds himself partnered up with a girl 
named Shiki and battling his way through a mys- 
terious game run by “Reapers.” The story is some- 
what typical RPG fare but thankfully, the game’s 
battle system helps set it apart. 

Dubbed the “Stride Cross Battle System,” it 
employs both halves of the DS screen during bat- 
tle. You control Neku on the bottom screen while 
simultaneously controlling a partner character 
on the top screen. While you’re swiping and tap- 
ping away at the bottom screen, you must input 
arrow commands with the directional pad for the 
top screen. It’s a pretty daunting task at first but 
if you can wrap your head around it, the system 
adds tremendous depth to the gameplay even if 
the system isn’t perfect—the touchscreen can be 
a bit flaky and in the midst of your stylus-mashing, 
you will sometimes fire off the wrong attack. 


DEATH BECOMES YOU 

There’s also plenty of depth inherent in the rest of 
the game. In true Square Enix fashion, there are 
a myriad of things to collect, purchase, and level 
up, from pins to clothing and food items. There's 
a quirky trend system that dictates your battle 





stats according to fashion. Clothes and pins are 
branded with logos and if you're caught wearing 
the wrong one, your battle stats will take a hit. 
This could have degenerated into a never-ending 
equipment swap as almost every area has a dif- 
ferent popular brand, but you can actually affect 
trends by wearing certain pins and fighting bat- 
tles, and can add a bit of strategy to the way you 
play and what you wear. 

World’s End is also fast, not only in combat 
but in plot development and game flow. Mission 
days are short, and any intermediary quests can 
be completed quickly, but for those looking to 
pump more time into the game, there are scores 
of enemies to battle, item drops to discover, and 
badges to level up. You also have complete con- 
trol over the game’s difficulty setting, meaning 
you'll never really have to take time out to level 
up to advance—though there are perks if you do 
challenge yourself. In fact, you still gain pin expe- 
rience for the time your DS is switched off. 





LiFe Is SHORT 
The briskly moving plot and the unique battle 
system adds up to yet another winner for Square 
Enix. Tetsuya Nomura’s trademark character de- 
signs work well with the game’s urban concept 
and the quick pace keeps you engaged while the 
J-Pop music provides a nice backdrop. Though 
many of the nods to real-life specifics of Shibuya 
will be lost on American gamers, the 
creativity, depth, and unusual 
battle system will shine through 
no matter what.—Amanda Ng 






PROS: Features a ton of content; Nomura’s art 
style and the music work well together. 


CONS: The battle system is overwhelming at 
first; stylus input isn’t particularly precise. 








RING OF FATES 
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ing of Fates starts out quite similarly to 
R:: original GameCube version of Crys- 

tal Chronicles: a pair of twins are put in 
charge of a mysterious crystal that can undo 
the machinations of an evil force that blah blah 
blah. It’s standard boilerplate but Square Enix 
knows what they’re doing when it comes to tell- 
ing these types of stories, so it’s easy to forgive 
the somewhat tired plot. 

What’s more impressive is the visual style, 
which expertly mimics the vibe of the original. It 
even features cool visual tricks like character mod- 
els reflecting equipment changes. The game also 
offers some fancy cut-scenes with solid voice act- 
ing and the music completely steals the show with 
a sprawling repertoire which ranges from deep, 
subterranean dirges to triumphant paeans. 

The core gameplay also remains largely in- 
tact, offering a dungeon crawling, action RPG 
experience that owes more to games like Dia- 
blo than Final Fantasy. You use the directional 
pad to run around the upper screen (which of- 
ten runs afoul of poorly placed camera angles) 
and mash the A button to melee your enemies. 
While most of the core combat takes place on the 
upper screen, the game does make ample use of 
the DS touchscreen, which at times can be com- 
pletely novel and refreshing, but also madden- 
ingly over-complicated. 

The multiplayer has also been revamped from 
the bone-headed GameCube version which re- 
quired a lot of extraneous hardware. Up to four 
players can sync up locally and head out on an ad- 
venture, though everyone in the party needs their 
own cartridge. Sadly, there’s no Wi-Fi multiplayer 
support apart from the Mog trading feature, a sim- 
ple mini-game that allows you to paint up FF’s sig- 
nature mog cuddlies using the stylus and trade 
them with your friends over the net. 

In the end, Ring of Fates is a solid title that 
boasts some amazing production values. Its single- 
player campaign trends towards 
mindless hack-n-slash and there y 
are some noticeable slow- 4 
down flaws, but it’s still of- 
fers up a good dose of <= 
fun.—Mike Spitalieri <>». 
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PROS: Excellent visuals; rich musical score; 
innovative touch controls. 


CONS: Slowdown in populated areas; no Wi-Fi 
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The Celestial Brush is your greatest weapon—just be 
warned that there’s a fairly steep learning curve in place. 


OKAMI 


eae 
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Okami is back with its magical paintbrush, and the white canine is looking and controlling better than ever on the Wii. 
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hen Okami originally came out on the 

PS2, gamers and critics alike were im- 

pressed with its original visual style 
and story design. Now, two years later, the game 
debuts on the Wii and manages to not only recap- 
ture the magic and charm of the original but it sur- 
passes it in many ways. 


IF IT AIN’T BROKE... 
Okami for the Wii is a direct port of the PS2 title, 
which means there’s no new content. Also, the 
developers did not go back and make any tweaks 
to the gameplay; this means that you still have 
to slog through nearly 20 minutes of exposition 
at the start of the game before you get going. If 
you've played the original, you can skip it but new 
comers will have to suffer through in order to get 
oriented. It is a tedious hurdle to overcome but 
your patience will be rewarded as once the actual 
game begins, Okami definitely shines. 








For the uninitiated, Okami follows the adven- 
tures of the Japanese sun goddess Amaterasu, 
who has taken the form of a wolf, and her quest to 
save the world from darkness. Her most power- 
ful weapon on her journey is the Celestial Brush, 
a magic paint brush that can be used to create 
things like stars and rivers as well as to destroy 
objects and enemies. This time around, the Ce- 
lestial Brush is controlled via the Wii Remote and 
though it is a bit frustrating at first, once you get 
acclimated, it feels natural. | can honestly say that 
this is one Wii title where the motion controls 
didn’t feel forced. 


BLANK CANVAS 

Despite the initial learning curve, using the Celes- 
tial Brush on the Wii is intuitive and a worthwhile 
experience. Holding down the B button turns the 
onscreen world into a canvas which you can then 
paint on using the A button. 
As the game _ progresses 
Amaterasu acquires more 
powers for the Celestial 
Brush but the downside 
of this is that you have be 
fairly precise with your 
brush strokes, which leads 


to a lot of frustration. In the beginning of the game, 
you can only paint simple objects like bridges and 
rivers, which only requires broad strokes. Later 
moves, such as the destructive Slice move re- 
quires a bit of finesse and learning the subtle nu- 
ances of each brush strokes takes practice. 

But beyond that, Okami for the Wii is still the 
same game that earned raves from both gamers 
and critics. It managed to stand out on the PS2 
thanks to its original art design and innovative 
combat, and the Wii continues on in that fine tradi- 
tion. If you missed the game the first time around, 
this is the perfect opportunity to experience an in- 
novative and expertly designed title. Conversely, 
if you played the PS2 game over and over again, 
there really is nothing new for you here aside 
from the motion sensing controls. But even then, 
Okami is good enough that you may want to re- 
visit it again for a second time.—Todd Melick 


FUN FACTOR 
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PROS: Deep gameplay; refined visuals; good 
use of Wii Remote. 


CONS: 20 minute 


is tedious; 
_ learning curve can be a bit steep at times. 
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Geeks transform into Alpha-Geeks 
by becoming fluent in: 


LEARN: 

DIGITAL ANIMATION 

DIGITAL ART AND DESIGN 
DIGITAL VIDEO 

GAME DESIGN 

ARTIFICIAL LIFE PROGRAMMING 
COMPUTER FORENSICS 


GAME PROGRAMMING 
NETWORK ENGINEERING 
NETWORK SECURITY 
SOFTWARE ENGINEERING 
WEB ARCHITECTURE 
ROBOTICS 
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poona is a small boy who crash lands on 
O the planet of Landroll with his family. There 

is an interesting “Lifestyle” RPG system 
where Opoona can earn points and gain levels by 
doing things like making new friends and learning 
about art, but it comprises a small portion of the 
game and there just isn’t enough depth to it. 

The majority of the game is typical turn-based 
RPG fare, which gets tiresome, especially consider- 
ing the frequency at which conflicts occur. The bat- 
tles are also too easy: Most enemies can be taken 
down with a standard attack. While Opoonacan learn 
special moves, it’s rarely necessary to use them. 

The good news is Opoona’s control scheme 
is one of the best ever in a Wii game. You can 





CULDCEPT SAGA 





play using just the Nunchuk and it’s all intuitively 
done. Whether it’s navigating menus, exploring 
the world, or fighting battles, using the Nunchuk 
feels just right. 

The game world of Opoona is also well re- 
alized; Landroll features a fusion of fantasy and 
modern architecture and it’s a joy to explore ev- 
ery little nook and cranny. | just wish the devel- 
opers did a better job with the map, which is 
vague and lacks labels or markers to help you 
on your way. 

Though Opoona is original and exciting, there 
are too many problems for it to be anything more 
than an interesting diversion. If the game de- 
sign had been tighter and featured more polish, 
it would have been a winner but as it stands, it'll 
probably be of interest only to diehard RPG fans. 
—Todd Melick 
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fluid controls. 


CONS: Battle mechanics are repetitive; mis- 
sions get tedious; world map needs work. 
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meets-Magic: The Gathering thanks to some 
slick game design. It’s also a heck of a lot of 
fun. Basically, you collect cards and move around 
a playing field; in order to win, you'll have to in- 
crease your total magic by occupying color-coded 
elemental lands with creatures summoned from 
your custom designed book of cards. You also 
have to keep track of symbols which sort of works 
like stocks: they rise and fall in value according to 
how much a particular land has been developed. 
There is definitely a learning curve. You have 
to keep track of a lot of different things to consider, 
such as which elemental creatures you're putting 
on which lands. If you match them correctly, you'll 
get an HP bonus. Having adjacent squares occu- 
pied also lends a support bonus. Oh, and some 
creatures can neutralize certain elemental attacks, 
while others take critical hits. Add in the multitude 
of icons that you have to memorize, the effective 


C uldcept Saga elevates itself above Monopoly- 





yet daunting control system, and the occasionally 
detailed limits on where you can summon a cer- 
tain creature and what it will cost you and you have 
an intimidating beast on your hands. 

Thankfully, the manual is a great reference tool 
and once you actually delve into the game, you 
start to pick up the nuances fairly quickly. There 
are also plenty of multiplayer options available. 
With custom rules, two-on-two alliance battles, 
and achievements, Culdcept Saga is definitely a 
game to play with your gold account active. 

While it is initially daunting, Culdcept Sagaisa 
game whose potential grows the more you play it. 
As you round out your deck, strategic possibilities 
begin to appear and you really get a sense of the 
game’s depth. Patient players who take the time 
to learn the subtle nuances of the game will defi- 
nitely be rewarded.—Emily Balistrieri 
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PROS: Addictive card-collecting; streamlined 
combat system; online and local multiplayer. 


CONS: The learning curve is steep; cut-scenes 
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GamePro reviews all the hottest new games as well as top current hits. For full 
reviews, trailers, screen shots, and the best prices, please visit www.GamePro.com 
Games are Editors’ Choice, and have received a score of 
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Trauma Center: 
Twisted Metal: Head On: 
Extra Twisted Edition 












(NOT SO) BIG LIST 

Game Name Fun Factor Game Name Fun Factor 
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UnchartedeDrakersifontune(PS3) misses reek. ecccenreeneneeee 4.25 

Kane &iLynch: Bead! Man (XbOx S60) seen... ccc. ccsccsitsnsscccsosdenccnsasecasosaqpsuassevenssecs 3.00 . : seerenee 45 
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A QUESTION OF HYPE 


Q: Are high-profile games worthy 
of the hype?—Umburns 





Tae K. Kim says: Here’s the thing 
about hype: it almost always kills the 
fun in some small way, no matter 
how great a game ends up being. That said, 
you are justified in anticipating the high profile 
games that show promise because a pub- 
lisher typically invests its best resources into 
said games, often resulting in a memorable 
play experience. But always curb your enthu- 
siasm, because if you let hype build too much, 
you will place your favorite games at a disad- 
vantage right out of the gate. 
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Ughh...these GamePro 
shorts are chafing. 





A Wii LITTLE HOPE FOR 
TENNIS FANS 


Q: What's the hold up for a realistic Wii tennis 
game?—brucewade 


Tae K. Kim says: While Wii Sports Tennis is a blast, 
it definitely leaves something to be desired in 
terms of evolving strategy. Fortunately, 2K Sports 
announced an exclusive version of Top Spin Ten- 
nis last year for released this spring. On the Wii, 
according to 2K, the game will use the Nunchuck 
controller for player movement and the Wii Re- 
mote for multiple swings. To answer your question, 
it promises to be “the most real life tennis experi- 
ence to date for the Wii.” Wait for it. 
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I CAN’T MAKE Up My MIND 

Q: I'm having a bit of a problem. | can't decide if 
I should buy an Xbox 360 or PS3. I have played 
both systems but still can't place my bet. | like 
shooting and adventure games like COD4, As- 
sassin's Creed, Gears of War, and Halo, of 
course. And I'm looking forward to God of War 
Ill, Metal Gear Solid 4, and Devil May Cry 4. My 
friends say | should buy a PS3, but my cousins 
say Xbox 360. | hope you guys could help me out! 
—Ghazi Al Shihaby 


Tae K. Kim says: Tough call, Ghazi. We know bajil- 
lions of gamers who prefer either Xbox 360, PS3, 
and even Wii for various reasons. My best advice 
to you would be to consider each system's games— 
both released and coming in the foreseeable fu- 
ture. Also consider the secondary strengths of each 
system that are important to you before making a 
decision, such as online play (free or paid), down- 
loadable games, even rental availability to try be- 
fore you buy. Good luck! 





Is THIS THING ON? 

Q: When will Nintendo release a microphone for 
online play, if ever? | got a Wii not to long ago and 
can't wait for a mic!—RPGdom 
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- CH ALLENGE For Naruto: “If you had to make a four-man squad for an especially difficult, 


S-Class mission, who would you pick as its members and why?” 


on PS2! 


“T would pick Naruto, Sasuke, Orochi- 
maru, and 3rd Hokage. Naruto and Sa- 
suke because they are ridiculously 
Orochimaru because he can 
use a jutsu that makes himself immor- 
tal; and 3rd Hokage because he’s crazy 
bad, and he spits fire.” 

—sonyboy69, Status: Hero 
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“Deidara + Jiraiya + Shikamaru + Naruto = awesomeness.” 


—lrishDragon23 , Status: Hero 


“My squad would consist of Ryu (Street Fighter II), Master Chief, Kra- 
tos, and MC Hammer. This is the most badass team ever created.” 


—Shammon, Status: Hero 


“I would choose Naruto, Shikamaru, Temari, and Gaara. For the sake 
of compatibility and defense I find they would work well together.” 


—AngelofChaos , Status: End Boss 


Take the GamePro Challenge: GamePro.com/community 


Nikole says: | think that having the option of 
being a male or female character depends en- 
tirely on the type of game. When | play a game, 
the only thing the main character needs to 
be is a badass. As long as | feel like a badass, 
I'm happy. There are games like Gears of War 
where if Marcus was a girl, it just wouldn’t work 
for me. So not all games need that option. But 
then there are games like The Sims where I'll 
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Tae K. Kim says: Noting that Nintendo easily trails 
both Microsoft and Sony when it comes to taking 
consoles online, president Reggie Fils-Aime re- 
minded reporters in December 2007 that the Wii is 
capable of voice chat provided a software update. 
What's more, the bossman said the feature is more 
an issue of “finalizing a peripheral” than anything 
else. Since the DS already supports a microphone, 
we fully expect Nintendo to announce a similar 
device soon. 


OUR TRUE IDENTITY REVEALED! 


Q: Is it true GamePro sold video game apparel 
and accessories before becoming a magazine? 
—TragicHero 


Tae K. Kim says: Busted! That’s precisely how 
GamePro was started, before we quickly realized 
the limited appeal of biker shorts and head bands 
designed specifically for gamers. The idea was ex- 
tremely short-lived, however, as we noticed a defi- 
ciency in the coverage of the growing video game 
industry. Don’t blame us—it was the 80s, man! 


Ask the Pros and read more 


PROS y tips online. 
Text PROS to 59479 


Only standard text messaging rates apply 
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Do female gamers really care about having the option to select a playable female character?—YYZ 


Send your questions to the Game girls at GameGirl.com 


spend a good hour editing every detail to make 
my Sim look like a hotter version of me. Even 
my brother will spend a good amount of time 
editing his character in Oblivion, which last 
time | checked was a female lizard thing. And in 
the case of Pokémon, it’s awesome to be able to 
select a girl trainer. For me, customizable char- 
acters are better than just male or female. | like 
making the character like myself in all ways. 


See ee 
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Results as of March 7, 2008 


How often do you play the Wii? 







Less than other systems: 33% 


Same as other systems: 10% 


More than other systems: 25% 


Don’t own one: 32% 























AWESOME THREADS 


Overheard on the 
GamePro.com message boards... 


Member of the Month 


©) VivaLaResistance 


Rank: Hero 


Sex: Male 
Qe Age: 22 

Expertise: FPS, RPGs 
Hometown: Guatemala City 


“T’ll get a PlayStation 3 when I’m 


ready to embrace HD movies.” 


On Microsoft saying the failure of HD DVD 
won't hurt Xbox 360 sales. 


Prime25 
Status: Playa 


ual WobE-mrciolebelet-mp be <-man s\-meu-heele)bbat-t-Mo) am) 
company that just saw its year long 
head start evaporate.” 





On Microsoft saying that Wii owners can 
“graduate” to Xbox 360. 


Toneman 
Status: End Boss 


“T’ve seen PC threads turn into con- 
sole flame-wars; it doesn’t matter 
what’s being said.” 





On incessant console war bickering. 


jose021292 
Status: End Boss 
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On Activision’s comment that PC piracy levels 
are “astounding.” 


Element360 
Status: n00b 
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all racers.” 





On the best games of 2008. 





Join The Hub Today! 
GamePro.com be 
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LETTER OF THE MONTH CONTEST 
GUITAR HERO II XBox 360 BUNDLE 


The Letter of the Month winner will receive the Guitar Hero I] bundle for the Xbox 360. Rock on! 
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You write, we respond. 
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CAN YOU EXPLAIN THE FUN 
FACTOR SCORE? 

Is Fun Factor based on overall enjoyment, or a 
combination of the Graphics, Sound, and Control 
scores? lan Kachemov—Highland, MD 


The Fun Factor score is independent of individual 
Graphics, Sound, and Control scores, meaning we 
recommend a game on “overall enjoyment” as op- 
posed to just three, albeit important, categories. For 
example, if a game is inexplicably ugly and poor 
sounding, we may still award it with a high Fun Fac- 
tor—provided its fun and controllable, of course. 





SUPER MARIO GALAXY CO-OP BETTER THAN WE THOUGHT? 

What's with every Mario Galaxy game review | read claiming that all the second player can 
do in Mario Galaxy is pick up stars? Yours is the latest review I’ve read that makes such a 
claim. Did all the review copies have features missing that made it into the retail version or 
something? | recently played Mario Galaxy at my brother’s house for the first time. Not only 
could | pick up stars for him, but putting my pointer over monsters and pushing A would pin 
them in place, and pushing B while pointing at them would shoot a star at them making them 
flip over, ready for kicking. If you point at Mario and push A while he’s jumping it gives him 
a higher jump. This can be done multiple times. Admittedly none of these features is espe- 
cially necessary, but | think the two-player features are better than what they are credited for. 



















A LACK OF SADNESS NEWS 
MAKES ME SAD 


In issue 232, a reader asked what survival- 
horror games are available for Wii. You answered 
Resident Evil: The Umbrella Chronicles (which 
is already out) and Sadness, a survival-horror 
exclusive for Wii. Regarding the latter game, | 
want it—all of it. Unfortunately, information is so 
scarce, I’m starting to think the game has been 
canned. Throw me a frickin’ bone, GamePro? 
Yor—San Bernardino, CA 


Our intel states that Nibris, the indie game devel- 
oper making Sadness, is still seeking a publisher 
to release the game. So while there’s still hope, 
this one might end up taking a big dirt nap. That 
said, Wii owners can expect at least one more 
survival-horror exclusive: Fatal Frame IV to be 
published by Nintendo. 
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—Steven Gale, Via Internet 


Let me show you my 
awesome Bidoof! 





THIS IS AN OUTRAGE! 


| am a huge fan of both your magazine and 
Pokémon. But | was horrified by your Febru- 
ary 2008 issue, when in your article about Super 
Smash Bros. Brawl, you referred to Pokémon as 
“Pokémans.” I've always regarded your maga- 
zine as a beacon of inspiration and knowledge, 
but this statement makes you look like a cheap 
grade amateur. Respect the Pokémon, guys. 
Wesley Hamilton—Jakarta 










ARE YOU INFAMOUS? 

I’m one of those kids that really wishes he had 
a superpower. And now | can thanks to last 
year’s announcement of Infamous! With that, 
do you guys have any idea of how the game will 
turn out? And will it only be released for PS3? 
Gray Gabriel—Via Internet 


Very little is known about Infamous (fitting name, 
eh?). What we do know is that the game was origi- 
nally scheduled for release in 2008, and being that 
it’s published by Sony, we know it’s a PS3 exclu- 
sive. As far as how good it will be? We haven't seen 
any new information on it yet, but if you’re a third- 
person sandbox fan who owns a PS3, keep this one 
on your radar. 


A GOOD GAMING PARTNER 

Whenever |! want to play Halo 3 with my dad, | have 
to explain the controls to him all over again and 
simplify things so only the most necessary con- 
trols are used. He just can’t keep this stuff in his 
head. However, my five-year-old sister, whose 
room is filled with Barbies and Polly Pocket dolls, 
has memorized said controls. She points to the 
triggers and says, “Okay, so this is the grenade 
button, and this is the firing button,” and then she 
points to the colored buttons and says, “This is to 


switch your weapon, this is to punch, and this is to 
jump,” etc. So the next time you’re playing a game 
and having a tough time, realize that you might 
be taking your best gaming partner for granted 
as he (or she) sits on the couch next to you. 
Alex—Las Vegas, NV 










Studies show the Wii 
needs more mini-game 
compilations. 


DO TOP-TIER DEVELOPERS 

HAVE Wii COOTIES? 

The gross negligence prevalent in most current 
third-party Wii development is unprecedented. 
During generations past, the console with the 
greatest market share has generally enjoyed tre- 
mendous third-party support, both in terms of 
quantity and quality of games. So why should Wii 
be any different, given its now leading installed 
base? Why are third-party publishers assigning 
secondary teams to Wii software resulting in lack- 
luster ports? The typical arguments include: the 
Wii can’t handle this engine, those physics, that 
lighting, or these online components. Or worse 
still: Wii games can’t look good—as if gamers 
imagined Super Mario Galaxy and Metroid Prime 
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This month's winner receives 





Dance Dance 
Revolution 
Universe 


Name: Wes Talbott 

Age: 17 

URL: http://windlordofsuldor.deviantart.com 
Fav. Artists: Senri Kita, Joe Maduriera 
Fav.Comic(s): Spider-Man, Batman, Naruto, Bleach 
Dream Job: Video Game Concept Artist 


Send us your art! 


GamePro magazine ¢ Art Attack 
| 501 Second Street, Suite 114 
San Francisco, CA 94107-1431 


artattack@gamepro.com 


Hey, check out my 
glowing handshake! 


3. Yes, third parties face obstacles in selling soft- 
ware to a Nintendo audience, but they are not 
insurmountable by any means. Putting inexperi- 
enced development teams on Wii is just illogical. 
Derek Buck—Indiana, PA 


TWO MORE GAMES DESERVING 
OF A REMAKE 


Regarding your recent story on older games that 
should be remade, | would love to see a remake 
of the original Phantasy Star. This game still im- 
presses me to this day, and | have fond memories 
of all the discoveries | made way back when | first 
bought it many years ago (yeah, I’m an old geezer). 
Another game that really stands out is Panzer Dra- 
goon Saga. Many people never gotachanceto play 
this, myself included, and it would be great if Sega 
would redo it. In fact, there are so many games 
that come to mind that the list would be too long. 
Erin Hoffman—St. Paul, MN 
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All art becomes the property of GamePro magazine. Sorry, we cannot 
return artwork. We will accept color photocopies or digital scans. 


No, boss— 
noooooooo! 
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You know, I’ve been thinking...in Star Wars: The 
Force Unleashed, you'll play as a Sith warrior and 
secret apprentice to Darth Vader. So why would you 
kill Storm Troopers as shown in early screenshots? 
Toby—Via Internet 


That is an excellent question...regrettably, we don't 
have the answer. Keep in mind The Force Unleashed 
is being treated as a new offshoot in the Star Wars 
universe, complete with its own story. Perhaps the 
playable protagonist is so rogue that he’s willing to 
combat both friend and foe. | suppose we'll find out 
this summer upon release. 


LET’s CONNECT! 


Got a question or comment? Write to us at: 


letters@gamepro.com or GamePro, Head2Head, 
501 2nd St., Ste. 114, San Francisco, CA 94107. 
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